Issue 07 Apr 2000 128-BIT TECHNOLOGY ONLINE GAMING 


100% UNOFFI CIAL 100 % UNBIASED 100% DREAM CASl 



dcm@quaynet. co.uk 


128-BIT TECHNOLOGY • ONLINE GAMING 


lli llLliLiLLlLraid: - dill! 





a 

A 

3 

§ 

c 

a 




Lar 

a’s first adventure on fi 


ij ^ 

ci 1 ijj 











































NEW LEVELS TO DOWNLOAD 




EXCLUSIVE MULTI-PLAYER MAP 

for up to 4 players. 

$0 BEAUtiFUL yOU'LL 
WANT TO $MABE iT! 


Ubi Soft 


Dreamcast 


1 












I n times of uncertainty, it s vitally 
important to take a look at what 
the future holds. There was doubt 
in Sega’s ability to create a Sony 
conquering console long before the 
Dreamcast reached fruition, so the 
current level of bad press is of little 
surprise. As Sony, Nintendo and 
even Microsoft are hard at work 
preparing their next generation 
hardware, Sega’s head honchos 
aren’t sat at boardroom tables 
twiddling thumbs and scratching 
heads. Instead, they’re currently 
putting the finishing touches on 
plans that will undoubtedly change 
the way we play — online gaming. 

Sega’s latest giant leap for console 
kind is no baby step however, and 
building a foundation to run a global 
network of ultra-fast games servers is 
no small-fry business proposal. 

Sega’s own spokesmen would be the 
first to admit that their promise of 
net-ready gaming on the day of 
launch was somewhat premature, 
especially considering that assistance 
is required from Tungling British 
Telecom’ to get the ball rolling. Their 
aim is to have a dozen net-ready 
games on the streets by Christmas 
this year, but don’t expect to be 



playing Half-Life any time soon 
though — Sega’s strategy is to start 
small, but aim high. You’ll probably 
see a few graphically simple card and 
puzzle games in the beginning, 

Sega’s own Chu Chu Rocket puzzler 
is one in particular that’s tipped for 
success early on. 

Sega’s ambitions don’t end with 
mere multiplayer applications 
however, as a recent signing between 
Sega and Swiss watch giant Swatch 
will soon prove. The introduction of 
‘Access to Cyberspace’ is set to offer 
a whole host of useful functions 
through wearable and wireless watch 
technology. Downloaded information 
from the Dreamcast will be 
transferable to the watch and later 
used through yet unannounced 
technology, which Sega plans to 
install in places of interest like 
arcades and cinemas. There’s no limit 
to the number of applications for 
such a device, especially when the 
internet’s involved, so keep your ear 
to the ground with 
Dreamcast Monthly - 
your link 2YK... 

Russell Barnes 
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equally important as the keyboard!!! 


Steve, e-mail 


non-existent on-line strategy this 
month. I think many people have been 
very patient with Sega, given that the 
experience at the end of the day will 
be well worth the wait, but Sega have 
been too quiet for too long and you’re 
perfectly within your 
rights to be annoyed. 
News this month is 
just coming through 
(after an industry 
announcement from 
Sega at a recent 
computer show in 
Europe) of Sega’s strategy that should 
see on-line gaming starting this 
Spring and reaching its full potential 
by Christmas 2000. Take a look at this 
month’s editorial for more details, but 
at length we should be playing 
graphically basic on-line games (like 
card games and simple puzzle affairs) 
within a matter of months and 
‘serious’ on-line software (we can 
only assume they mean the likes of 
Half-Life!) by the end of the year. 
Hopefully game titles and release 
dates will be officially announced by 
the time next issue is on the shelves, 
so sit tight ‘till then... 


they’re not going to make enough bloody keyboards to 
go around! I’ve been trying, to no avail, to buy one since 
I got my Dreamcast a few months ago, but everywhere I 
go shop assistants look through me with vacant eyes and 
give me the same pre-programmed response of how 
‘their suppliers are currently out of stock’. It seems that 
every time Sega do something they always manage to 
ming it up somehow! What about a mouse too?! It’s much 
too time consuming (and more expensive) to scroll up 
and down web-pages using the joypad - surely a mouse 
would have been the most obvious peripheral, it’s as 


Dear DCM 

I’ve been playing games for many years 
and have enjoyed countless nights of 
games playing into the wee small hours, 
sometimes alone, other times with a few 
close friends playing multi-player 
titles like Worms 
Armageddon and UEFA 
Striker. When I learnt 
that the Dreamcast was 
going to support internet 
and on-line gaming I 
rushed and placed a 
deposit down for one so I 
could get it all set-up on 
the day of release. What I want to know is 
why we haven’t seen a singe multiplayer 
game yet and when we’re going to be able 
to. Sega promised on-line gaming when 
the machine came out and it still hasn’t 
happened, even since Christmas and New 
Year has passed. Does anyone know what 
happened to Sega’s amazing plans or is 
their silence to be interpreted as an end to 
the future of on-line gaming? 

Richard, Middlesex 


A SOUND SOLUTION 


to see what, if anything has been released. I think there 
have been THREE games in the last two weeks. These 
were: Deadly Skies - absolute shit! (you said so yourself 
giving it a measly 5/10 and I agree). Revolt - a game 
that needs an extra something to get it up there with the 
best, but not bad, and Wild Metal -1 haven’t played it 
yet, but you lot seemed to like it. 

i think this is absolutely pathetic and judging 
by EB’s release schedule, it looks set to stay 
that way. If it wasn’t for the up and 
comina release of Crazv Taxi. I am pre 


sure my Dreamcast would be out of the 
window by now. I think the next games to 
save my Dreamcast from destruction will 
be Giant Killers and Sega GT. Is this all I 
have to look forward to? There don’t 


seem to be many happy Dreamcast 
owners at the moment, so puli your 
finger out SEGA! 

Andy, e-mail 


What are Sega playing at? What is the 
point of offering an internet/e-mail connection if 


I just thought I would send a short 
letter that may help to alleviate 
frustration in other Dreamcast 
owners who would love to hook 
their super-console to some hea\^ 
duty speakers. I spent three weeks 
prior to Christmas phoning anyone 
who might he ahle to help, (even 
Sega’s own help-line), only to he 
told that the necessary cable didn’t 
exist. Well, fear not. I have the 
ultimate solution. Pay a visit to 
your local Tandy and pick up a 
SCART Video Control box. They 


There are two plain and simple reasons why I think that 
Sega’s Dreamcast is failing. This is the amount of games 
they are releasing at a time, and the quality of the 
games. I am writing this after just visiting my local 
Electronics Boutique store. I usually go in there weekly 
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DCM LEHER 

OF THE MONTH 


OU l_ET 
IT OUT... 


DCM: You’re not the only disparaged 
on-line hungry gamesplayer to write in 
to complain about Sega’s seemingly 



















cost £14.99 and have three Scart 
inputs that can be switched and a 
single output Scart socket. It also 
includes phono outputs! So now I 
have my DC, Video and PSX all 
connected via the same socket to 
the TV, and more importantly the 
phonos are connected to a 
Cambridge Soundworks sub and 
speaker system. The end result is 
nothing short of spectacular. Roll 
on Code: Veronica! 

Steve, Cheltenham. 

DCM: Soui'ids like yotive got quite a 
set-up there Steve, hut there’s much 


around. It has quite literally 
transformed all my games like 
Sonic Adventure and Soul 
Calibur, which now looks arcade 
perfect, but I am disappointed 
that not all games support it, like 
Hydro Thunder and Marvel Vs 
Capcom. Why can’t Sega just 
make it a basic requirement so it’s 
compatible with all games, as it’s 
a bit of a joke to have to swap 
leads to play non VGA games. 

Can someone please talk some 
sense into Sega!!! 

Qamer Khan, High 
Wycombe 


I THE END RESULT IS NOTHING 
SHORT OF SPECTACULAR. ROLL 
ON RES EVIL CODE: VERONICA! 


dteanuast 


in-house game development teams and their other associates at Sega. 

You all know who you are, writing letters about the ‘apparent’ 
lack of quality titles for the Dreamcast. These mundane letters 
^ that solely consist of ‘where are all the RPGs? and ‘there 
^ seems to be a lack of great titles for the Dreamcast’ are 
ft ' becoming increasingly annoying to the average DC loyalist. 
These letters are a contributing factor to the amount of 
games being rushed out by developers to meet the 
demand of the ever-hungry gaming enthusiast. As 
you can probably imagine, developers are being 
^ pushed to publicise unoriginai games to meet 

the huge consumer demand. The result is a 
half-arsed game with very iittie long-term 
^ * appeal at all. What people don’t seem to see is 
the huge tsunami of gaming excellence that’s 
heading our way, bringing tities like Tomb 
Raider: TLR, Hidden and Dangerous and the 
fantastic Shenmue. Why can’t these peopie 
just sit tight until then and indulge themselves 
in some classic Dreamcast games iike Soul 
. Calibur and Sonic Adventure? 

^ Stuart, Northamptonshire 


The VGA cord which allows you 
to plug a computer monitor to the 
DC is one of the best pieces of kit 


DCM: You’re absolutely right on all 
counts. Sega’s VGA cord is a great hit 
of kit, offering the best graphical 
representation of the games using tl^e 
highest possible resolution. Games lilze 
Soul Calibur reach their full potential 
under these conditiom and if it wasn’t 
for the fact tluit sonte games don’t 
support this method, I for one would 
have my Dreamcast pernuinently set¬ 
up on my compiler nwnitor. Tliese 
incompatibilit}' problems generally 
come about because of poor planning 
and communication aitd we all know 
tlmt those are two areas Sega are 
notorious in! Hopefidly (sooner rather 
that later) all Dreamcast software rvill 
offer ftdl suppoH to both the VGA 
cord and the SCART cable, until 
then well ftist have to maize do with 
reaching behind the telly to swap 
leads ivhenever we want to play a 
different game. 


VGA ANNOYANCE 


Having just finished reading your Forum section, I couldn’t 

believe what I was reading. It was a complaint about the 

lack of games and the lack of sales for the DC. In my 

school lots of my friends own a DC, and look at the 

games so far and the forthcoming releases 

such as Soul Calibur, Crazy Taxi, Giant 

Killers and Resident Evil: Code Veronica. ^ 

PlayStation owners would die for these 

exclusive Dreamcast-only releases and 

the list for add-ons, like the Zip Drive, 

DVD and the modem (which PSX owners 
would have to wait a couple of years 
for), is excelient. I’m definitely 
staying put - my Dreamcast, it’s 
easily the greatest console yet. 

Jake, e-mail 


This letter is a response to all the 
DCM readers who take some kind of 
twisted pleasure In irritating the big 


more scope to using the Video^ 
Control box than meets the 
eye. Watch out next issue for c 
feature tlrat will show you how to 
maize tlw most oftlwse leads and 
your internet connection to offer you 
more of your favourite type of music 
tlmn you’ve got blank tapes for. 
Interested? See you next issue then! 
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THE FORCE IS HERE! 



It’s official! Star Wars is on the Dreamcast! 


II Just like in the Aim, expect to have to squeeze your pod through some very Aght gaps... 



L ast issue we were celebrating the 
long overdue arrival of Lara 
Croft onto our favourite console. 
This issue? LucasArts have only gone 
and confirmed that they’ll be releasing 
Star Wars Episode 1: Racer (a game 
that made even the Nintendo 64 look 
good) onto the Dreamcast! 

Now those who remember our ‘Your 
Most Wanted’ from two issues ago will 
realise that this is one of the 
predictions we actually got right, and 
the even better news is we’ve only got 
a month or two to wait before the 
game is released. 


Racer was first seen on the PC 
and N64 when the film was released 
last summer (the PlayStation only 
got a lacklustre adventure game that 
wasn’t much cop), and is pure, 
mindless arcade fun. Its key selling 
points, other than it being based in 
the Star Wars universe, were the 
fact that it was bloody fast and 
bloody good fun. As for the DC 
version, it’s not going to be a 
straight port either — which is good 
news as far as we’re concerned. 
LucasArts have taken the extra time 
to aesthetically enhance the game. 
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II Lining up at the starting grid, the expectation's high. 




Hopefully, the floodgates are open 
now, and LucasArts will bring some 
of their other Star Wars games over 
to the DC. Other titles held by the 
Lucas empire include Indiana Jones 
(here’s hoping we see a version of the 
excellent Indiana Jones and the 
Infernal Machine, which has recently 
been released on PC), and a cracking 
series of adventure games such as the 
Monkey Island Trilogy and Grim 
Fandango. We’re guessing we won’t 
be seeing much movement with the 
latter two, though. 

And we got through the whole thing 
without one shit Force gag... 


and so the version we see on the DC 
should look better than that on any 
other format. 

The game itself centres around 
the pod racing section from the film, 
with the player plunged slap-bang 
into the middle of the action. You’ll 
have to race your pod over 
numerous increasingly tricky levels, 
whilst having to hold off and beat a 
bevy of opponents who don’t always 
play by the book. The game got high 
review scores on other formats, and 
we’re expecting to see the same 
performance repeated with Sega’s 
white box. 


HOPEFULLY, THE FLOODGATES ARE 
OPEN NOW AND THEY’LL BRING 
OTHER STAR WARS GAMES TO THE DC 


SFTjmY 


SOMEWHERE 

% 0VER THE 

nJIIMBAIftI 


The Tom Clancy 
endorsed Rainbow Six is 
well down the road to 
the Dreamcast at the 
moment, with a release 
of the game currently 
pencilled in for the 
summer. That’ll put it in 
direct competition with 
the other major soldier 
Sim on the market, 
Hidden and Dangerous, 
and we’ll find out how 
they fare shortly... 


lbinClanc;v'N 


Lisittrr 


fit oinHi raii 

YOU’RE I 
BUSTED! 

The frustratingly 
maddeningly addictive 
puzzle game Bust a 
Move is being brought 
to the Dreamcast, 
courtesy of Acclaim 
entertainment. 
Essentially nothing more 
than a simple puzzle 
game involving the 
grouping of coloured 
bubbles, it’s an 
exemplary puzzle title, 
and the two player mode 
should carry a health 
warning. Every good 
format needs a Bust a 
Move game it seems 
the Dreamcast is 
no exception. 


T hose ever-industrious folk over at 
Midway have another feather in their 
cap, having picked up the Dreamcast 
rights to SDO’s light-hearted action strategy 
title Army Men: Serge’s Heroes. It’s a game 
that involves lots of toy soldiers fighting, 
and boasts what will hopefully be a mean 
four-player mode. The release date is 
summer at the earliest, and we’ll bring you 
an update as soon as we know any more. 


SNK^ forthcoming scrap 
King of the Fighters 99, 
yet another one on one 
beat-’em-up, should be 
arriving on the 
Dreamcast later in the 
year. It’ll have the 
added attraction of a 
link-up option with 
SNK’5 terrific little 
handheld console, the 
Neo Geo Color. And if 
you haven’t played 
Sonic or Pacman on 
that, then you haven’t 
lived, frankly. 
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ULTIMATE 

FIGHTING 

CHAMPIONS 


YEAH BABY! YEAH! 

Austin heads Sega-way 



T hose happy folk at Take 2 

Interactive have just scored a 
fairly weighty coup by nabbing 
the rights to make several games 
based around the Austin Powers 
movies. There s not a lot known at the 


and see exactly what route they take 
with the licence. And, of course, it s a 
golden opportunity for every gaming 
mag in the world to wheel out those 
tired old Austin Powers sayings. Er... 
Groovy baby? I need a drink... 


UFC will have less of an 
emphasis on insane 
moves and impossible 
combos and will instead 
focus more on precision 
and realism. You can 
pull off anything you’d 
expect to be able to do 
in real life, and as a 
result, you’ll no doubt 
spend as much time on 
the ground as you 
would on your feet - 
sounds cool. 


moment, but we do know this; four 
games will be released for the 
Gameboy Colour, and there WILL be 
one for the Dreamcast too. Climax are 
handling the coding duties - and you 
can read about them elsewhere in 
these news pages. Hopefully we’ll get 
something more substantial than the 
not-too-impressive Austin Powers: 
Operation Trivia that PC owners had 
to endure last year, although we’ll wait 




QUAKES! 

Multiplayer mayhem is 
on the way! 


GUN BEAT 

This is classed by 
developer, Treasure, as 
an action racing 
game.Your main 
objective is to finish a 
race before the timer 
runs out, before being 
awarded a level of 
shooting performance. 

In turn, this grade gives 
access to a new arsenal 
of weaponry. The 
enemies in the game are 
fundamental to the 
gameplay, in that they 
force you to forget about 
just racing for pole 
position. No word on a 
release date yet though. 

CHAKAN 

Chakan is a graphic 
comic book originally 
created by Robert 
Krauss. The story is 
that Chakan was an 
unbeatable warrior 
hundreds of years ago. 
He became a little too 
cocky and wagered 
Death in a battle. He’s 
now got the 

responsibility of ridding 
the planet of all evil - 
or rather, you have. 

TITLE 

DEFENCE 

Climax have unveiled 
the latest version of 
Title Defence, the 
second boxing game to 
be revealed on 
Dreamcast. A publisher 
for the game has yet to 
be assigned, but it 
looks like having the 
potential to give the 
old Ready 2 Rumble a 
hard fight. 



READY TO CLIMAX? 

New game from the 
Blue Stinger people 


C urrently with the okay-ish Blue Stinger 
sitting on their CV, Climax are 
beavering away at their next Dreamcast 
opus, a racing game called Super Runabout. 
Boasting all sorts of vehicles, from sports 
cars to mini-vans, you’ll have to undertake 
lots of missions that’ll no doubt get you on 
the wrong side of the law. It’s not due out in 
Japan until Spring, so hopefully we should 
get it by the end of the year. 


TRAINSPOTTING 

Deep strategy for the DC? 


T his one’s straight out of 

rumour land, but it appears 
that the ageing PC strategy 
game Railroad Tycoon 2 could be 
making an appearance on the 
Dreamcast. Converted recently to 
the PlayStation (causing our sister 
magazine, extreme, to award it a 
decent-but-should-have-left-it-on- 
the-PC 60%). There’ll need to be 
some decent improvements made for 
it to succeed on DC, as the original 
PC version is well over a year old. 

No word yet on a UK release, but 
we’ll let you know if we find 
anything out. Get your trainspotting 


T hose worried about splashing out for 
Sega Bass Fishing and finding 
themselves with a fishing-rod add-on 
that they won’t be able to use again could 
be about to have their fears quashed, 
courtesy of Lake Master Pro, which is just 
about to be released in Japan. Internet 
sites who have fiddled with the game 


suggest a tougher challenge is in order, and 
this is one that looks quite likely to head to 
Blighty in the next few months. 


SMELLS FISHY 

It looks like Sega are 
heading back for the water 


Q uake 2 is cleaning up on the 
PlayStation, the whole Quake 
franchise is a classic, and Quake 3 
Arena is winning plaudits ail over on the PC 
scene. So, here’s another prediction come 
true from the ‘Your Most Wanted’ piece two 
months ago: ID Software and Activision have 
confirmed that the game will now be coming 
to the Dreamcast. 

In ail honesty, there’s little reason why it 
shouldn’t. There’s little doubt that the DC 
can handle the action and still play a mean 
game at the same time, and it’s also 
perfectly poised to take full advantage of 
the DC’s online capabilities. One of the 
delights of Quake 3 is the amazing array of 
multiplayer deathmatches that can take 
place, and frankly we can’t wait to roll up 
our sleeves and get involved. 

The only real problem is the fact that 
the game is so multiplayer focused that it 
doesn’t leave much room for a strong one- 
player game (something that may be 
rectified, come DC time). Nonetheless, to 
have one of the most famous gaming 
names in the world on our beloved console 
is a very good thing indeed, and we look 
forward to the game’s release later in the 
year. For those wondering where the 
equally adored Unreal Tournament is, it’s 
currently being converted for plenty of 
other platforms (including the PlayStation 
2), so we live in hope that we’ll be on the 
guest list too. In the meantime, save up 
your notes, as Quake is sure going to help 
you rack up a healthy phone bill... 
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MULTICOLOURED VMUS ANNOUNCED 

They’ll fit right in with your multicoloured DC... 


T hey’re already in most of the 
gaming shops over in Japan, so 
it will hopefully only be a 
matter of time until we’re treated to 
these multicoloured Visual Memory 
Units. Readily available in Aqua Blue, 
Lime Green, Passion Pink and Smoke, 


you’ll easily be able to impress your 
friends after you’ve given them a good 
whooping on any game! 

They’re supposed to match up with 
the Millennium Controller counterparts 
that were released last year, so we’ll have 
to wait and see on that front. 


IT’S NOT ALL JUST TALK 

A new microphone peripheral will be 
released for the DC... 

T he Dreamcast microphone has been unveiled to the public for the first 
time, via webcast, by Sega Enterprises’ President Shoichiro Irimajiri. 
Similar to the one developed for kooky pet-sim. Seaman, the device 
will plug into one of the VMU slots on your Dreamcast controller and will 
include a headset for hands-free use. 

Sega’s Digital Camera, dubbed the DreamEye, is a fully portable digital 
camera that you can take anywhere you want, to take pictures of whatever you 
want. There is no official word on the exact installation of the add-on. However, 
because it is too big for a VMU slot, the serial port or modem port are likely 
candidates. You can read more about the DreamEye elsewhere in the news. 

Both peripherals have been developed to be used together for seeing and 
hearing opponents via Internet, and there are other possibilities. According to 
Irimajiri, Sega has been wanting develop a program that will enable users to 
participate in video chat sessions. These sessions would allow gamers to set up 
gaming sessions, talk about upcoming titles, or simply talk trash. As always in 
the industry, release dates for both items are sketchy. Similarly, pricing is also 
up in the air, but in an effort to aid popularity, it is reasonable to think that Sega 
would like to keep the cost of both units under 80 pounds - fingers crossed. 


Y ou know those Action 
Replay cartridges that 
you can get for the 
PlayStation, where you type 
in various codes and it gives 
you access to cheats and 
extra parts of the game? Well 
Datel have announced that 
the Dreamcast version, the 
Action Replay CDX, will be 
going on sale on March 17th. 
The unit plugs into the DC’s 
controller, which then allows 
you to pick a game from the 
on-screen menu. Fully 
programmable for new cheat 
codes (which it can store), 
the unit will allow you to get 
to bits of games that have 
previously been out of reach, 
either because they’re too 
hard or you’re too weak. 

Also on March 17th, 
Datel launch two other 
peripherals; a high capacity 
16x memory card with LCD 
status at £39.99 and a 
transparent aquamarine 
keyboard for £19.99. The 
Action Replay CDX will cost 
you £39.99 as well, and we 
hope to be taking a look at 
all three in a future issue. 
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CAPG0M1D 

RELEASE 

ANOIHERRPG 


Only this one’s set to have 
an extra twist... 


C apcom of Japan have announced 
that it will be releasing a new 
role-playing game for the 
Dreamcast later this year. Unlike your 
normal RPG titles, this one will come 
in the form of bimonthly installments. 
Capcom have been hinting for a while 
now that it would create a new RPG 
series, but it wasn’t indicated which 
platform this series would appear on. 
Now we’ve learned that it is in fact the 
Dreamcast, but instead of monthly 
installments, the game will be presented 
in bimonthly chapters. 

It’s also been rumoured that the 
famed Final Fantasy artist, Yoshitaka 
Amano, is supplying character designs 

for a new Capcom title. The game 
is titled Eru No Monsho (The 
Emblem of Eru). However it’s 
not yet clear if this game 
and the bimonthly RPG 
are one and the 
same, or if they are 
somehow connected. 

We’ll keep you posted. 


INF0GRAMESUP66%! 

Dreamcast=dollars 


L ast issue we reported on how 
Midway had benefited from 
their aggressive backing of 
the Dreamcast with a healthy 
balance sheet, and this issue 
we’ve got the latest figures from 
Infogrames in the States, who had 
a 66% rise in revenue in the last 
half of 1999 - and that also takes 
into account their not-very-cheap 
acquisition of GT Interactive. 

Big reasons behind the sales 
boost? Word is that their US 
Dreamcast range, which includes 
Slave Zero and Expendable, is 
getting the credit. 

Well done, we say. 


CHEAT! 

The Action 
Replay leads 
another band 
of new 
peripherals 


SOUL REAVER 
SEQUEL FOR THE 
DREAMCAST 

The Legacy of Kain 
continues... 

A t a special press event held in San 
Francisco to unveil Tomb Raider: The 
Last Revelation for the Dreamcast, Eidos 
made several big announcements regarding its 
interest in the Dreamcast. The company stated 
that it would be supporting the Dreamcast with 
more than eight titles (in addition to those 
currently on the market) and commented that 
games based on Disney and Olympic licenses 
were currently being developed. But the 
biggest revelation from Eidos during this 
presentation was that it would be bringing a 
sequel to Soul Reaver to the Dreamcast. 

All exciting stuff, it seems like they’ve 
only just released Legacy of Kain and already 
they’re building on the winning formula. Looks 
like the series will never end - hoorah! 
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DVD PLAYER - Main Prize 


©©©©© ©©©H©^ 


Hi, I'm the Prize HUstress, it you make a date 
vrith me, you am eater my great armpetltioa. 
We'd have a lot of fua rdoaa the wavl 


Calls ta the aboyre numbGr cast a minute 


All entries must be received by the final closing date of 
31st May 2000 fdr the DVD prize draw. Monthly draws will 
be made on the 1 st day of each and every month for the 
games voucher and cheat books. 

Maximum cost of £3, please ask permission before calling. After the closing date, this service may be replaced by a similar competition. 

For rules, or winners names, send S.A.E. to Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA 

Check out our new web site at www.cheatsunlimitecl.com 



YOUR MISSION... 

...should you choose 
to accept it 

L ooking forward to this 
summer’s big blockbuster 
sequel, Mission: Impossible 
2? Wondering what s happened to 
the \ddeogame s rights? Good 
news — they’ve been snapped up, 


and once again Infogrames are 
the winners. Whilst we obviously 
hope that the game they put out 
is better this time, there’s still no 
confirmation at the time of going 
to press on exactly which formats 
it will be supporting. Mind you, 
Infogrames are no slackers when 
it comes to Dreamcast, so there’s 
little reason why a DC version 
would be left ofF the release list. 



MEGA BROWSM 


Fancy a game of Sonic 2? 


O ver on the other side of the 
world, Japanese Dreamcast 
owners have found that 
their online experiences have 
been boosted thanks to the 
release of the third version of the 
Dream Passport software. 
Amongst the many upgrades to 


the software, though, is a nifty 
little feature that allows you to 
play classic Mega Drive games on 
a pay-as-you-go basis, although 
you need to download them each 
time you want to play. Perfect 
for those, er, FIFA 95 classic 
gaming moments. 



T he mighty Shenmue, one of the 
most eagerly awaited games ever 
in the UK (we’ll be seeing it 
towards the end of the year) has been 
outsold in Japan by Biohazard Code: 
Veronica, which hit the 400,000 
sales mark quicker than Sega’s 

onin It’ll ho intoroctinn tn coo hnui 


FANCY A FLUT1ER? 


Horse racing...on the DC... 


W ell, we’ve had fishing, so horse racing shouldn’t 
be a major surprise, and as anyone who 
remembers the Spectrum ciassic Grand National 
can testify, it’s possible to make quite a decent little 
game out of the subject matter. Anyway, Winning 
Post 4 2000 is under way for release in Japan, 
and if we were betting people, we’d suggest its 
chances of making it over to these shores 
were slim. But we could be wrong. Best 
have a chat with your local import supplier 
when the game eventually turns up later in 
the year, eh? 


VERONICA 
BEAYS 
SHENMU 

Two h 
slug f 
sales war.. 


A BOOST FOR 
THE NET 

Japan goes 
faster - 
now what 
about us? 

A spanking new 
Internet strategy has 
emerged from Sega of 
Japan which will see, 
with a bit of luck, a 
substantial Increase 
in the number of 
browsers on the other 
side of the globe. By 
basically speeding the 
whole system up by 
adding In more 
broadband,the 
objective is to boost 
those using their DC 
for the Net, as well as 
allowing for video 
chat and e-mail with 
the forthcoming 
DreamEye add-on. 

So there. 
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1HED0GS 
FIND A HOME 

New strateqy game 
signed to Take 2 

S ilicon Dreams, those folk behind 
Sega Worldwide Soccer 2000, 
have found a publisher for their 
upcoming strategy title Dogs of War, 
which previously went by the name 
Warmonkeys. Thanks to the 
chequebook of Take 2 Interactive, the 
game will be released onto Dreamcast at 
some point this year, with key selling 
points including 200 units within a level 
for a big old-fashioned wargaming scrap, 
and an intricate satellite suiv^eillance 
camera, which lets you \dew the action 
from any perspective. Well be hearing 
more about Dogs of War in the not-too- 
distant future, we suspect. 



ARE KONAMI GETTING SPORTY? 

Might be time to get your joypads ready... 

W hilst we’ve heard no official word in the UK, over in the States Konami are apparently 
readying a release of International Track and Field 2 for Dreamcast. The game is a full 
athletics-style simulation in the old fashioned style, where to progress you have to 
hammer seven shades of shit out of your gamepad. They’re also working on baseball and 
basketball games, although whenever we try to find out anything about the possibility of an ISS 
footie game, things go strangely quiet and we get a very quick denial. We can but hope. At the 
very least though, we’d be surprised if international Track & Field 2 didn’t make it this way. Soon. 
And they’ve got that Castlevania game later in the year to look forward to... 


BOARD GAMES 

Time to hit the snow again... 

O kay, so weVe had Snow Surfers, 
but the Dreamcast is still very shy 
of a good quality snowboarding 
sim. However, Infogrames are hoping to 
change all that with the news that their 
entry into the field. Boarder Zone, has 
appeared on American release lists, with 
a UK version all but inevitable. According 
to the game s website, it s a “pure thrill 
for the senses”, which we roughly 
translate as ‘this could be quite good’. 
Expect tricks, moves, freeriding, 
hazardous slopes, quality graphics and a 
release in the final quarter of the year. 




WWW 

THROUGH DC 

Plenty of you 
are at it... 

O ver 200,000 of 
you are now using 
your Dreamcast to 
navigate the Internet. 
With multiplayer online 
gaming hopefully just a 
month or two away, it’s 
a promising starter base 
for the long hours of 
competition ahead. The 
number should get a 
further boost when the 
online gaming facilities 
do finally go live (isn’t 
that what most of us are 
waiting for?) and we 
expect substantial 
additions to the million- 
strong legion of DC 
surfers when that 
actually happens. 



EVEN MORE LARA! 

New Tomb Raider 
game set for Christmas 


IT’S TIME TO PLAY 
THE MUSIC... 

...Kermit does DC? 



t’s unofficial at present, but 
rumour on the Internet suggests 
that the Muppets - surely the 
greatest creation of all-time 
save for the crappy Muppets 
From Space film) — could 
be headed for Segals box 
of tricks. Muppet Race 
Mania is due for release 
any minute for the 
PlayStation, and it’s 
believed that a DC version 
is being worked on, but 
hasn’t been confirmed. We 
hope it is though. Who 
could resist the likes 
of Fozzie, Gonzo 
and Kermit? We 
i love ‘em. We want 
K to invite them 
H round to our 
B house. We’re 
just off to see 


our therapist. 


E idos and Core Design have confirmed 
what we’d expected to be the case, that 
a brand new ail-singing all dancing Tomb 
Raider epic has been scheduled for a 
Christmas release. The game will go by the 
title of Tomb Raider: The Movie, which 
the quicker among you will quickly 
associate with a forthcoming-but-still- 
yet-to-be-cast blockbuster film from 
Paramount Pictures. 

The game will more than likely 
follow the plot of the movie, which is 
scheduled for a Stateside release at the 
end of the year. Simon West, who directed 
Con Air and The General’s Daughter, is 
reported to be behind the camera of the film. 
And suffice to say, as the game will be making 
a Dreamcast appearance, we’re looking 
forward to a Lara-tastic Christmas, 
thank you very 


PLAYSTATION 2... 

THE LATEST RUMOURS 

More problems hit Sony’s 


impending mega-console.../ ; ■ /Jf 

Okay, there have been two ^ 

major assaults aimed at the ^ 

forthcoming PlayStation 2 in ft 

the past few weeks. First up was 
the accusation that the DVD playback 
capability-a much mooted selling point- 
would be a stripped down, bare basics DVD unit that wouldn’t 
support features such as subtitles and multi-angle viewing. This isn’t true, and 
Sony have confirmed that you will be getting the full monty in that department. 
However, the other major selling point was that you’d be able to play your 
old PlayStation games on the PlayStation 2, but just weeks before the 
Japanese release of the console, news has leaked from Sony that it may not 
be the case. More precisely, some of the older titles in the PlayStation 
catalogue will not work on the new machine, and that particular story is 
true. Just thought you’d like to know... 
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WILL THE DOLPHIN APPEAR? 


Nintendo think so.. 

R etailers on the other side of the 
world are beginning to question 
whether Nintendo really will 
develop their new console, the 
Dolphin, by the end of this year, as 


originally promised. The new 
machine, which is said to out-perform 
the PlayStation 2 by around 33%, has 
been strangely quiet in the hype 
department, and whilst Nintendo 
continue to ascertain that it’ll appear, 
we’re not putting any money on it. 


WE’VE 
GOT A 
LIFE! 



A huge round of 
applause for Captivation 
Digital Labs for knocking 
yet another of our most 
wanted titles in the 
direction of the DC. 
They’ve got the go 
ahead to work on a 
Dreamcast version of the 
superb PC first person 
action adventure Half 
Life, widely regarded as 
one of the best games 
ever on the format. 

The game isn’t due 
for release until summer 
at the earliest, but 
obvious opportunities 
abound for online play, 
which we hope those 
concerned will grab. 
Frankly though, you 
should be knocking your 
knees with excitement 
about this one. Unless 
they screw it up. But 
only time will tell... 



SAY CHEESE! 

Sega unveil the 
Dreamcast camera! 

A t the recent Milia trade show in 
Cannes, Sega officials took the 
opportunity to unveil the latest 
Dreamcast peripheral — the DreamEye! 
Hooldng into one of the DCs controller 
ports at the front, the camera works like 
any other, and allows you to broadcast 
pictures of yourself over the Internet. 

Also allowing you to record 
messages up to 24 seconds in length, 
the DreamEye comes with image 
enhancement facilities and a maximum 
exposure time of 1/10 second. The 
resolution on offer is an okayish 640 
dot by 480 dot, and it will be capable 
of holding 31 pictures at a time. 

It s out in Japan and the States first, 
but it’s highly likely this little gadget will 
be on sale in the UK too. If we had to 
guess pricing, we’d say around £100-120 
— but we could be v\Tong. 

GET YOUR GUNS OUT 

Madcatz supply the demand^ 

P lenty of you have been in touch with 
regards the shortage of various DC 
peripherals. First up, there was a lack 
of keyboards on the shelves of Woolies, 
which hopefully Datel’s new unit will solve ^ 
from mid-March. And now those looking 
for a copy of House of the Dead 2 with a light gun 
might get more joy, as MadCatz have released 
their third party gun. Which means you’ve no 
excuse not to be blasting zombies by teatime. 


WORUNVDE 
SOCCER 
HITS EUROPE 

Updated version of footle 
game for the summer 



W ith England just about 
safely qualified tor the 
European Championships, 
attention naturally moves to the 
flood of videogames that usually 
hangs around such tournaments 
like a bad smell. With Electronic 
Arts producing the official game of 
Euro 2000 (and let’s face it, given 
their current narrow-mindedness, we 
haven’t got much chance of seeing 
that), it's left to Silicon Dreams to put 
together Sega’s entry^ onto the field. 
They'll be updating their 
Worldwide Soccer 2000 game, 
which we gave an 8/10 to before 
Christmas, and has since split 
the jury fairly evenly between 
its fans and enemies. The 
new \’ersion looks to be 
more than an updating of 
statistics, fortunately, and we*11 
hopefully be taking a closer look 
in the next issue. Expect the 
game around June/July. 
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INCOMING! 

Those dastardly Worms are 
set to return... 

W ith Worms: Armageddon 

getting a thumbs up from us 
and most of you, it seems 
inevitable that there are going to be 
more entries into the ongoing 
Worms saga. And there are, as Team 
17 are rumoured to be worldng on a 
new action/strategy title to be released 
within the next twelve months. 

Nothing more concrete than that at 
the moment, although we are expecting 
a Dreamcast version and online play 
as well. 
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^^CHEiTS 6 TIPS FOR OYER 


Nfl Quarterback Club 2000 

Pen Pen Tri Icelon 

Pop N Music 

Powerstone 

Psychic Force 201 2 

Puyo Puyo 

Racing Simulation; Monaco Grand Prix Enter 01 
Rayman 2 

Ready To Rumble Boxing 

Redline Racer 

Resident Evil 2 

Resident Evil Code Veronica 

Re-Volt 

Rippin Riders: Coolboarders Burrrn 

Sega Bass Fishing; Get Bass 

Sega Rally 2 

Seventh Cross 

Shadow Man 

Shotuko Highway Battle 

Slave Zero 

Sonic Adventure 

Soul Calibur 

Soul Fighter 

Soul Reaver L.O.K. 

South Park 
Speed Devil 
Star Gladiator 2 

Street Fighter 3, 3w Impact , Alpha 
Super Speed Racing 
Suzuki Alistare Extreme Racing 
Tee Off 
Test Drive 6 

Tnn Motorsports Hardcore Heat 
Tokyo Extreme Racer 
(High Way Challenge) 

Tomb Raider 4 
Toukon Retsuden 4 

Toy Commander ^ V ID ^ 

Trickstyle 1 

Uefa Striker 

Vigilante 8 Second Offence 
Virtua Fighter 3tb 

Virtua Striker 2 ^ 

WWF Attitude _ 

Zombi Revenge DC^ \ ^1 


^ I ^ Wb8 8Ib Chao Adventure: A-Life 

t \ Cueball (Jimmy White 2) 

^ Daytona Usa 2 

\ ■mu Dynamite Cop 

/ D0 I s Dynamite Deka 

J 1 Elemental Gimmick Gear 

I \ Evolution 

/ 1 Evolution 2 

/ I Expendable 

I Fighting Force 2 
Flag To Flag 
Generator Vol.l 
iOIl Get Bass 

Giant Gram All Japan Pro Wrestling 2 
Giant Gram All Japan Wrestling 
Godzilla Generations 
^ ' Hardcore Heat 

House Of The Dead 2 
Hydro Thunder 

In Nippon Budokan Giant Gram 
Incoming 

Jimmy White 2 Cueball 
Jojo's Bizarre Adventure 
King Of The Fighters Dream Match 99 
Legacy Of Kain Soul Reaver 
Marvel Vs Capcom 
Metropolitan Highway Battle 
Millenium Soldier: Expendable 
Monaco Grand Prix 
■'M Mortal Kombat Gold 

f Nba 2k Enter 01 

, Nba Showtime 

/ ? % Nfl 2k 

^ \ Nfl Blitz 2000 

^ ^ THE LIST ABOVE IS JUST A SAMPLE OF WHAT'S ON OFFER 

mi SAVING mams m usi during your call - press O to restart service press © to move back one step 

|»ERS^>IMS UfMDER 1 ^ C-ALL XMIS fSiUAABER UV" 


should only be used with the agreement of the person responsible for paying the bill. Colls to the number for persons aged under 16 years hove a moximuin cost of £3.00, the (oil will be terminoted by forced release after 5 ’IL® 

i aged 16 years and over hove no maximum cost and coll time restrictions. Ensure you ore colling from o touch ton e phone. Please put comments or queries in writing to Interactive Telcom Ltd,, 8 Grants Walk, PL25 5AA 

- >800 108 : 22 ^ 84 . 

itsuiilimited.com 
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IjAKA <jkoj 5' r: 
THE GIRE5THE 
Ar>VE]\mjRER 




T he Daughter of Lord Henshingly Croft, 

Lara was brought up in the secure world 
of the aristocracy. Wanting for nothing, 
she was surrounded by servants, social events and 
high society. Having attended Wimbledon High School 
for girls from the age of eleven, Lara’s parents 
decided that at the age of sixteen she should broaden 
her education by studying for her A-levels at one of 
England’s most prominent boarding schools. Being an 
adventurous soul, Lara was excited at the prospect of 
being sent away from home. 

By chance, one day Lara came across a copy of 
National Geographic, upon which was the picture of 
a familiar face - Professor Werner Von Croy. A 
respected archaeologist. Von Croy had once 
lectured at Lara’s school to pupils and parents 
alike. The experience had had a profound effect on 
Lara, triggering a desire for travel to remote 
locations in search of adventure. In some ways Von 
Croy had become an inspirational figure for Lara. 

As Lara read further, she learned that Von Croy 
was currently preparing for an archaeological tour 
across Asia, culminating in a potential new 
discovery to be made in Cambodia. Unable to 
contain herself, Lara burst into the room, thrust 
the article in front of her parents and without 
hesitation demanded she accompany Von Croy on 
his expedition. Lord Croft could hardly disagree 
that travel was an education in itself. 

As Lara argued the case further. Lord Henshingly 
Croft walked to the bureau and penned a letter to 
Von Croy, introducing himself as an influential 
society figure and offered financial assistance in 
exchange for his daughter’s place on the expedition. 
Von Croy’s reply assured the Henshingly Croft’s 
that the territories were friendly and that he had 
ample experience to look after both his and 
Lara’s well being. Lara’s company as an 
assistant would be welcome, as was the offer of 
such a generous cheque. He remembered Lara 
from his lecture - her incessant yet 
insightful questions had made 
quite an impression upon him. 

And so it was agreed by all 
that Lara would 
accompany Von Croy 
duration of 
tour... 


IS BORIV 


I ronically, the first pictures of Tomb 
Raider ever to appear in the public 
domain did so as a result of work on 
Sega s Saturn development kit, in a 
time when Core were struggling to 
get to grips with the new 32-bit formats. As 
time told, it was on the PlayStation and PC 
platforms that the game took off. Following a 
deal between Sony and Eidos, rights to publish 
the game went exclusively to Sony, barring the 
ill-fated Saturn from seeing anything more 
from luscious Lara until the year 2000 and 
leaving nothing more than the demise of Sega s 
machine on the cards in the foreseeable future. 

Work on the title actually began at Core 
Design early in 1993, three years before Lara 
actually made her debut in our homes. 

This is partly due to the many character 
transformations Lara went through before her 
final persona was decided. In the beginning 
she was nothing like the Indiana Jones style 
wonder woman she is today (though it’s hard 
to imagine her any other way — not that I cmrr- 
use my imagination when Lara 15 concerneti, 1 
hasten to add), hut was in fact a gun-toting 
arira'd forces G1 jane. This persomi had to 
there^ no dorrl^t, hut it was mcisL likeh’ due tD 
the lac k of empathy' created by such a . T 
character more than_anything xve: 

all know and love the ‘rustic adverttiJfer, 
like tfe and timeless/)[ndiariu jp 

Thougj^ MD j 


surrounding the industry’s hottest new property 
was soon to spread, thanks largely to a financial 
prospectus of Eidos Interactive in the Financial 
Times. The piece featured a large render of Core 
and Eidos’ new leading lady and interest from 
other leading papers and publications soon 
followed. Soon after, a feature about Lara and her 
forthcoming game appeared in the Sunday 
Telegraph and later she made the front cover of 
Face Magazine, w hich was \aewed as a 
controversial step for the huge selling culture and 
fashion magiizine. It wasn’t long belore the 
demand for details of Tomb Raider, and more 
notably l^ra herself, left Core at breaking point 
and hundreds of sponsorship offers and adx’ertising 
ideas soon follow^ed, the most recent of which 
feature l^ra sporting l.ticasade and a[)pearing in 
Nike’s multi-million dollar advertising campaign. 


TOMB RAIDEK: 

THE MOVIE 


I S it media gone mad? Gone are the days of 
game publishers cashing in on blockbuster 
films with flimsy, mediocre software. 
These days it seems it’s more chic to turn the 
tables and base the movies on the games. Of 
course, it had to happen and hype is building to a 
phenomenal level on a film that hasn’t even got a 
leading lady! There are thousands of rumours 
knocking around as to who the staring role should 
belong to - the most recent of course was Posh 
Spice Girl, Victoria Beckham! 

The rights to the impending film apparently 
belong to Paramount Pictures and the budget is 
reported to be in excess of $80 million, with the 
director’s chair belonging to Stephan Herek 
(director of Bill and Ted’s Excellent Adventure), and 
the producers both worked on films like Predator 1 
and 2, Die Hard 2 and the excellent Event Horizon. 































'I'HK lilOAIi Choft: 

Rhoista MITRA 1996-R' 

To this day, Rhona is stiii ciassed as the best body double 
for Lara Core Design have ever employed. Her 
look was remarkably similar to that of J 

her virtual other half and her ^ « 

attitude towards the part was very ^ | 

well suited, it wasn’t long i |[ 

however, before the rumour mill Ik k 
was up to speed and news 


being enlarged by her very own 

father, a well respected plastic 

surgeon. Strangely (amidst other 

incidents of Core’s disliking), that year 

Miss Mitra was replaced by Neil McAndrew without so 

much as an audible firing, but not before a short fling with 

lesser know Lara model, Vanessa Demouy... 


1 IlK HKAI. f 

liAKA ( rokf: / X 

\Xnt:ssa W i ^ 

DEMOLT\- 199" ‘I ^ 

This rather gaunt looking French / ^ 

model only briefly appeared as Lara, / 1 ^ 

in a French magazine called VSD 

Jeaux Passion. Though looking rather hot in Lara’s 
attire, Vanessa didn’t carry off her part anywhere 
near as well as Rhona, nor did she have the ability 
to pose with as much passion and her slim-line 
figure didn’t hold as much presence as Rhona’s 
feminine, yet firm frame. 

'liiK HioAi. li.\HA Croft: 

Nell Mcandrew 1998 

To many of her critics’ dismay, Nell McAndrew proved to be 
an excellent replacement to the still-loved Rhona Mitra. 

Her look was nothing short of voluptuous and her pouts and 
sneers were a dead ringer for virtual Lara’s. Everything was 
going very well for the new face of Lara Croft 
^ until she decided to take her career to 

n the new ’dizzy’ heights of glamour 

1^' modelling for America’s premier 

men’s magazine, Playboy. With a 
cover splash of ’Lara Croft Nude’ 
Core and Eidos went to court and 
^ V made the [azz mag publisher sticker 
4 ^ the cover, claiming that Lara’s clean 
image would be irreparably tarnished. 
No further action was taken, but Nell 
McAndrew’s days as Lara were clearly numbered... 


'FnF RF:Aii Kara ('roki’: 
l.ARA \VELI.ER 1999-00 

Hailing from Holland, the ail new Lara Croft, Lara Weller, 
first stepped into the limelight for the first time in 
May 1999 at the world’s biggest computer 
show, E3. Unfortunately for her, Lara fans 
were already keen on Nell and coverage of 
Core’s latest body double was somewhat 
negative. Though there are no details of | 
a possible replacement for the latest, 
slightly less popular Lara model, Core 
may well put the 
lack of interest down 
to a momentary dip in 
Tomb Raider’s popularity. 


I n a surprise move, Core and Eidos have 
signed Lara’s all new epic adventure to 
appear on the Game Boy! Instead of a giant 
leap forward in technical achievement. Core must 
step back from 3D to 2D for the sake of the Game 
Boy’s 8’bit technology. An over-sized cartridge is 
promised to compensate for Lara’s 2,000 frames of 
animation and you can even expect to see cut 
sequences between levels, outlining the game’s huge 
story! Let’s hope the Game Boy can do Lara justice... 


m 






liARA 


SHOCK 


FOR 


REACHES 


BOY! 


OAME 


CORE DESION: 

THE BEST 

OF BRITISH 

D erby based Core Design is heralded 
as one of the world’s leading 
computer software developers. 
Through its illustrious eleven year history, the 
company has produced more than fifty titles, 
many of which you will no doubt be familiar with. 

It is, of course, best known for designing three of 
the world’s best selling games (have you guessed 
which - d’oh), creating combined sales in excess 
of fifteen million units world-wide. 

Jeremy Smith founded the company in 1988 
with a group of seven empioyees( all of which had 
previously worked together at defunct games 
publisher, Gremlin Interactive) with a mere 
£16,000 in the bank. Now, ten years later, the 
company employs a staggering 80 people, 70 of 
which are hard at work developing new software 
for a wide range of hardware formats. 

Expansion began immediately thanks to their 
first release, Rick Dangerous, which rocketed 
straight to the top of sales charts in the UK and 
scooped the prestigious title of ‘European Game of 
the Year’. Growth continued year by year, building 
Core one of the industry’s best back catalogues, 
boasting titles like Chuck Rock, Thunderhawk, 
Jaguar XJ220, Battlecorps, Wonder Dog and 
Fighting Force. After managing to establish itself 
as a publisher in their own right in 1994, Core 
Design was soon acquired by the Centregold Group 
(comprised of the publisher US Gold and the 
distributor, Centresoft) which by 1996 was itself 
acquired by Eidos Interactive, one of today’s 
biggest publishing names. Thanks for this goes, in 
part, to the new title Core brought with them - 
Tomb Raider. The rest, as they say, is history... 





























f IF YOU EVER HAD DOUBTS ENT THE 
f DREAMCAST’S ABHilTIES, THEY SURE 
* AS HEEL SHOULD BE HISTORY BY MOW! 


II Enemies era particiilariy mteiligeiit in Th 4 •> netter watch your back 
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Can The Last Revelation hold its own, or is it real 
a cash-cow coming in to graze? It’s time to find 
out, as we delve past the hype and down to the 
core of Tomb Raider: TLR... 


Peripherals 

13J^\ ! 


USING BOTH THE ANALOGUE STICK AND 0-PAD 
TAKES A LITTLE GETTING USED TO, BUT 
YOU’LL BE CONTROLLING LARA LIKE SHE’S 
AN EXTENSION OF YOURSELF BEFORE YOU 
KNOW IT. 


INITIALLY... 


THE INTRO STARTS UP IN TRUE TOMB RAIDER SPLENDOUR, GETTING YOU IN THE MOOD FOR SOME 
SERIOUS TOMB RAIDING. GRAPHICALLY THINGS LOOK PROMiSING.THE CONTROLS TAKE A LITTLE GEHING ^ 
USED TO BUT DON’T WORRY - THE FIRST TWO LEVELS LET YOU PRACTISE YOUR NEW-FOUND SKILLS. 


COMING SOON. 


Resident Evil Code; Veronica 

THOUGH NOT AS FREE-ROAMING AS 
TOMB RAIDER, RESIDENT EVIL HAS ALL 
THE MAKINGS OF A CLASSIC ADVENTURE 
GAME. CHECK OUT OUR IMPORT REVIEW 
OVER ON PAGE 62 AND EXPECT NEWS OF 
THE FORTHCOMING EUROPEAN RELEASE 
VERY SOON. 



















Bewe Adventure 
Contact 0181 6363000 ^ 
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Eidos Interactive Dcvetoper 
Out Now Players 


F or the past Four years Core 
Design have mysliFied, 
manipulated, pu//led and 
pleased millions ol 
gamesplayers around the world, 
each year selling yet more copies, each year 
tweaking and toning Laras magnilicent 
escapades. Secjuels of any kind arc often 
unjustly criticised by the obscenely jealous and, 
without putting too fine a point on it. Faith in 
Core’s abilities to keep knocking out lop cjuality 
adventure titles has been waning oF late. Tomb 
Raider 2 was blasted For its llashy exterior and 
lack oF substance, whereas lomb Raider 3 was 
knocked For being too big and cumbersome, 
which might be true to a certain degree, but no 
one could possibly argue that the) weren I 
playing the Finest examples oFany developer’s 
spoils. Every single title played well, looked 
great and always oFFered something new For 
l)Oth Fans oF the genre and casual gamers to get 


their teeth into. lomb Raider: Ihc Last 
Revelation is no exceptit)n, in Fact, Core ba\e 
done more this year to ensure complete gamer 
satisfaction than they e\er ha\’e before. 

It seems strange, given that the Franchise is 
at the height oF its unparalleled popularity, that 
Core Design and tados Interactive have decided 
to end the scries here. I'here’s no doubt you 11 
be seeing much more oF Lara in the Future 
(work has already begun on Lara’s latest gam^ 
but this current scries of Tomb Raiding antics 
comes to a close here, vvitb the latst Rc\elation. 
Not a company to do anything by babes. Core 
have clearly decided to go out with an almighty 
bang - and wbat better way to do that than 
release her greatest adxenture yet on the most 
suitable console to handle the game's 
magniFicent beauty and unparalleled magnitude. 

The game begins with sixteen year old Lara 
joining her new-Foiind mentor, \bn CVoy, in a 
very much Indiana Jones inspired trip in 
^ search oF a mysterious arteFact. Once 

the LM\’ sequences come to a close, the 
E— action begins fluidly, thanks to Cores 
neatly interweaves 
seamlessly together, 
logical progression 


I ScariAms potson m so make simo ymi dtspatcti tftoni qidckly. 
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A s an excellent diversion from Lara’s 
usual exploring exploits, there are 
two modes of transport occasionally 
at her disposal. Because there are no holes in 
Lara’s travels, you’ll find the occasional car 
chase linking levels and locations together. Try 
and mow down your gun-toting enemies as you 
go and avoid the many hazardous holes and 
obstacles along the way... 
















DAYS CAN TURN TO NIOHTS AND BACK 
AGAIN BEFORE YOXPVE EVEN THOUGHT 
ABOUT GETTING AWAY FROM THE 
TEIiLY FOR FIVE MINUTES 


In case you missed out on last issue’s feature, 
here’s the story behind Lara’s latest adventure. 


And SET Sayeth: ‘I am the shadow across the 
sun; I am the bringer of plagues. My wrath will 
consume all lands and shall be ceaseless.’ 

Egypt - land of mythology, mystery, 
pharaohs... and the most complex tombs known 
to man. Tombs littered with mazes, puzzles and 
traps, designed to drive even the most 
persistent raiders to distraction...or their 
deaths. So great is the glory of discovery that 
the fanatical explorer will risk life itself in order 
to discover and plunder their hearts... The 
prospect of exploring a virgin tomb deep in the 
belly of the desert cannot be ignored by any 
adventurer so determined as Lara Croft, but 
with this discovery comes a price that could 
cost the Earth. 


r the game with loading 

^ which generally only 

^^^l^^^stand to disrupt the fhm ot the 
m^^^^^^game. The engine does so much 
more than simply eliminating countless 
loading screens however and its full potential 
is shown off right from the start. Instead of 
loading up the training area to become familiar 
with Lara’s latest abilities, as you would ha\'e 
done with her previous adxentures, the first 
two levels of The I.ast Re\ elation see you, as 
sixteen year old I.ara, being taught the \ arious 
abilities at your disposal by \4)n Croy.. Not 
only doejs it teach you the. control method in 
fine style, hut it’^ also integral to the plot of 
the game and details of I.ara’s history become 
clear. Once your training has come to an end 
(and the plot has undergone an excellent twist 
- I won’t spoil it forTOu!), your ach’cntures 
begin propcrlYand yotrre already sueked into 
the wonderful world of lomh Raider without 
even know ing it — beautiful. 

It’s at this point of the game that your 
attention to your task of saving the world is 
momentadly side-tracked by the beauty of the 
graphics. Bacivground sccncB^ is vibrant, with a 
particularly high rcsoluthm, w hich is great, but 
what make s it so special in this case is the 
^ wny it all moves so smoothly, as Lara bounds 
^ and around like the firm young elk of a 
she is.. Past outings on the PlayStation (as 
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meandering puzzle layout 

need not weigh heavily on your^^^ 

mind. Though there are a large 

number of hrain-hending puzzles 

for you to overcome on your travels, 

the answer will often lie nearby, so 

there’s no need to wander around aimlessly 

for hours on end, tearing your hair out like a 

gibbering loon. The new inventory system also 

plays a part in many of the new puzzles, thanks 

to the excellent ability to combine items in 

your inv'entorv to make new weapons (and 

sometimes tools) to aid 3 'aur progress. A elassic 

example of this is the ability to attach a laser 

sight to the Magnum, allowing Lara to target 

the skulls of marauding skeletons, thus rendering 

them harmless - nice touch. 

The long and short of iHs that Tbmh 
Raider; The l^st Rcvrlation is a classic of yp 
our tiiTE and a giime that is so involving that \ 
davs can turn to nights and back again before \ 
you realisr^u w missed an entire rrightk kip — 
how many games have-v’Du played latdy that 
can carry such an accolade? tm^nre; Laras t , 

Dreamcast outing will aceme a certain 
degax- of negalte publicity l-rowever, but to 
thic v\ ith their noses firmly in the air (you 
know^ho y nrrrrr p.L [ hav^e only this to say: 
quiet vour nvrr -pakL ov'cr-uscd mouths and just"'" 
admit it: you canH: enotigh of Tomb Raider: 

The f^st Rdslalion eithed There, I said it..* 


with the Last Revelation) saw textures on walls 
suffer from pixellation when Lara was in close 
proximity, but nothing of the sort occurs where 
the Drcamcast version is concerned. Another 
vast improvement occurs in the camera 
department. It’s always hugged Tomb Raider in 
the past but it seems the ‘intelligent camera 
svstem’ employed by games oi this nature has 
finallv come of age. Countless occasions in the 
past have seen l.ara in a tight spot against a 
wall v\ith the camera going haywire, leaving 
you with no clear view of the ensuing action, 
but it’s finally a thing of the past. 

Puzzles ha\c alw^s playx'd a particularly 
important role in lomh Raider, but complaints 
that arose from the third instalment’s rather 


Tomb Raider: TLR offers Dreamcast 
fans the highest quality production 
values, the best presentation and 
■3 greatest gameplay anyone could hope 
fiC for. If you ever had doubts in the 
1^^ Dreamcast’s abilities, they sure as hell 
should be history by now! 
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EXTENDED SALE!\ 


You should find Gameplay to be the CHEAPEST 


supplier of computer games in the country. However, if 
you do find a better price, please ring us and we will do 
1 our best to beat or at least match It. On top of this, we 
Coffer a FREE 1st Class delivery service and we don’t 
charge for membership if you are buying by mail order 


All Dreamcast games 
£ 29.99 or less while 
stocks last! Hurry!! 


We've just launched 
our own gameplay 
TV channel! 


so there are no “Hidden Charges’ 


We try to stock every game available and if it’s not in 
stock when you ring we should be able to get it for you fast. 
Also, with plenty of 2nd hand games available as well as new 
there should always be something that you’re looking for. 


We only sell official UK products and ail Items are fully 
guaranteed whether new or 2nd hand. Every product 
K jline that we sell has been carefully tested by our 
V/ enthusiastic sales tern to ensure that it allows us to live 
up to our repuatation for only providing the best of 
^ everything. Any product that becomes faulty within its 
^ warranty period will be replaced hassle free, quickly and 
efficiently, including return postage. 


Watch us now on 


Everything is sent by first class post so delivery time is normally 
within 2 working days, or we offer optional next day delivery 
if you can’t wait! Our tough cardboard packaging has been ^ 
designed to ensure that your products arrive in perfect 
condition and our salesmen are all enthusiasts who do not ^^ 
make commission, so they can give you completely V 
Impartial advice. Remember, if you don’t like it you 
don’t have to keep It so we make sure we tell you the truthPH^ 
Add to this our superbly efficient technical support and 
customer service departments and we are convinced you will 
find us to be NUMBER ONE! 


(Available only on Sky Digital) 


INNOVATION! The first 
console to boast a 
keyboard to allow you 
to surf the Internet. 

A recommended buy, . 


THE ULTIMATE GAMING CONSOLE, CAPABLE 
OF AMAZING 3D GRAPHICS. 

-. DREAMCAST 


CARRYCASE 

only M C - ^ 

TRANSPORT YOUR DREAMCAST 
EASILY AND SAFELY WITH 
THIS MADE TO MEASURE 
CARRY CASE FROM BLAZE 


HARDWARE 


BUNDLES 


£19.99 

official keyboard 

plug it Into your Dreamcast 
controller port. 

■ Internet compatible 
**you will need a keyboard to 
gain full benefit from Internet 
connection. 


^£UVEItY 

^ TO MOST AREAS 
t>-r^lNTHEUK 

A / SUBJECT TO 
V\ / STOCK and 
I / SECURITY 
CHECKS 


Dreamcast + any game of 
your choice + UEFA Striker 
+ SCART 

^ onjVjJ|r 


DREAM STATION 
only £16.99 

PROTECT YOUR DREAMCAST 
WITH THIS CUSTOMED 
DESIGNED STORAGE UNIT. 
WILL SUPPORT PORTABLE 
TV ON TOP! 


jump pack£1 4.99 

feel every hit, crash and 
shot In a sensory overload. 

■ plugs directly into 
controller 

■ no batteries required!! 


visual memory unit _ 

(VMU) £19.99 

much more than 

simply a memory card. wl* j 

■ hl-res LCD screen ? 

■ 200 blocks of memory space 

■ built in D-pad and contol 
buttons, allows for standalone 
gameplay. 

official dreamcast controller 

ergonomic perfection, easy to use and 
suberbly fast response. £1 Q.9Q ^ 

■ analog thumbpad & 2 analog triggers ^ 

■ digital thumb pad & 5 digital buttons / 

■ 2 built in expansion slots 


official arcade 
controller £33.9 

to complete your ‘arcade’ at 
home. 

■ arcade stick and 6 digital 
buttons 

■ durabie design 

■ VMU port built in. In 


VGA box £8.99 

plug a pc monitor and a TV 
Into your Dreamcast. 

Scart Cable £4.99 

better quality picture and 
sound 


/ official steering wheel 

. # j the perfect add-on for driving fans. 
• ■ gives full analogue steering. 

yJ ■ durable design nn 

» ■ VMU port built in. 


get more info on ail our products on the web 


PRICE 


CHOICE 1 0O’s OF PROouas to choose from 


QUALITY the best of everything - guaranteed! 


[SUPEBBIG 
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Dreamcast 


NEO GEO POCKET 
COLOUR £51.99 


If you are not absolutely 
delighted with your 
purchase for any reason you 
may return it to us and we 
wiii gladly exchange it for 
you or send a refund. Simply 
ring for an authorisation 
number and return it to us 
by recorded delivery. 

(We will make a small restocking 
charge of £4 or 10% of the purchase 
price and we would ask that you 
return the item In perfect condition.) 
«your statutory rights are not affected 


SALES FAX 


The Neo Geo Pocket Colour is a 16-bii 
handheld machine capable of showi^ 
146 colours (colour Gameboy is only 
8-bit and has 56 colours). It offers real 
time gaming, a unique control stick 
for arcade style gaming and Is 
COMPATIBLE WITH DREAMCAST!** 

Handheld console . £51.99 


Available In Anthracite. Aqua f^<fc®fwtoui 
Blue. Blue, Clear, Platinum the rtsTisr 
Silver and Stone Blue. ’ ^ ^^ 


Sonic £23.99 
All the following 
Neo Geo Colour 
games are 
£19.99: 

Bio Motor Unitron, 

Crush Roller, Fatal Fury, King of 
Fighters**, Metal Slug, Neo Cherry 
Master, Neo Dragons Wild, Neo Geo 
Cup, Neo Mystery Bonus, Neo 21, 
Neo Turfmaster, Pacman, Pocket 
Tennis, Puzzle Bobble Mini, Samurai 
Showdown, SNK vs Capcom Card 
Fighters and US Pro Wrestlers. 

I Link Lead . £9.99 

[^Mains Adaptor . £18.99 


ORDER WITH CONFIDENCE from ' 
C Vy one of the largest gomes suppliers in the 
^ country. Over 350,000 customers so for! 

fsf class dMhfety linse oF 

UK mainland. We provide 
JT delivery service around: 

1 -3 working days max on stock items. 
Next working day delivery from £4. 
Orders placed b^ore 3pm are sent 
the same day (subject to stock). 
Payment via cheque please allow 8 
working days for cheque clearance. 

0 1000'S OF TITLES. We also 
stock games and accessories for 
PSX, N64 & other consoles , PC CD 
ROM and DVD. 

Other companies may take your 
MONEY immediately but with 
Gameplay you will be safe know¬ 
ing that your credlf card will 
net fre debited vnfll year 
order Is tl»spat€hedl 

Order by credit card, cheque. Postal 
Orders or cash (please send cash in 
a registered envelope for your own 
protection). Sorry, no COD. 


Sales lines 


Aero Wings.RRP £39.99 . 

Armada.RRP £39.99 . 

Blue Stinger.RRP £39.99 . 

Buggy Heat.RRP £39.99 . 

Caesar’s Palace 2000.RRP £39.99 . 

Cool Boarders.RRP £39.99 . 

Crazy Taxi.RRP £39.99 . 

Deadly Skies.RRP £39.99 . 

Dragon's Biood.RRP £39.99 . 

Dynamite Cop 2.RRP £39.99 . 

Evoiution.RRP £39.99 . 

Fighting Force 2.RRP £39.99 . 

Formuia 1 Racing.RRP £39.99 . 

House of the Dead 2.RRP £39.99 . 

House of Dead 2 & Gun.RRP £59.99 . 

Hydro Thunder.RRP £39.99 . 

Incoming.RRP £39.99 . 

Jimmy White’s Cueball.RRP £39.99 . 

Marvel vs Capcom.RRP £39.99 . 

Millennium Soldier.RRP £39.99 . 

Monaco GP Sim 2.RRP £39.99 . 

Mortal Kombat Gold.RRP £39.99 . 

NBA 2000.RRP £39.99 . 

NBA Showtime on NBC.RRP £39.99 . 

NFL Blitz 2000.RRP £39.99 . 

NFL Quarterback Club 2000 RRP £39.99 . 

Nomad Soul.RRP £39.99 . 

Pen Pen.RRP £39.99 . 

Plasma Sword.RRP £39.99 . 

Powerstone.RRP £39.99 . 

Psychic Force 201 2.RRP £39.99 . 

Ready to Rumble.RRP £39.99 . 

Red Dog.RRP £39.99 . 

Re-Volt.RRP £39.99 . 

Resident Evil 2.RRP £34.99 . 

Sega Bass Fishing & Rod ....RRP £59.99 . 

Sega Rally 2.RRP £39.99 . 

■^Shadowman.RRP £39.99 . 

/Slave Zero.RRP £39.99 . 

'Snow Surfers.RRP £39.99 . 

Sonic Adventure.RRP £39.99 . 

Soul Calibur.RRP £39.99 . 

Soul Reaver Legacy of Kain RRP £39.99 . 

South Park Luv Shack.RRP £39.99 . 

South Park Rally.RRP £39.99 . 

Speed Devils.RRP £39.99 . 

Streetfighter Alpha 3.RRP £39.99 . 

Supreme Snowboarding...RRP £39.99 . 

Suzuki Alstare Racing.RRP £39.99 . 

Take the Bullet.RRP £39.99 . 

Tee Off.RRP £39.99 . 

Tokyo Highway Chall’.RRP £39.99 . 

Toy Commander.RRP £39.99 . 

Toy Story 2.RRP £39.99 . 

Trickstyle.RRP £39.99 . 

UEFA Striker.RRP £39.99 . 

Vigilante 8 2nd Offence.RRP £39.99 . 

Virtua Striker 2.RRP £39.99 . 

Virtua Fighter 3tb.RRP £39.99 . 

Wild Metal.RRP £39.99 . 

Worldwide Soccer.RRP £39.99 . 

Worms Armageddon.RRP £39.99 . 

WWF Attitude.RRP £39.99 . 

Zombie’s Revenge.RRP £39.99 . 


iX 0113 234 0770 
Men-Fri 9am-10pm 
Sat & Sun lOam-IOpm 


. .£29.99 
. .£29.99 
. .£27.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£52.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£27.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£27.99 
. .£52.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£25.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£27.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£27.99 
. .£29.99 
. .£29.99 
. .£28.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 
. .£29.99 


PLCASB call to CONflStM=PRICtS AND AVAlLAAtLri . BSfiOiU : 


' Name:. 

^ Address: . 


^5^ Cut out this order form and post to: 

G^EPLAY, ENTERTAINMENT HOUSE, 
CROSS CHANCELLOR STREET LEEDS, LS6 2TG 

..Have you ordered before? Yes / No 


Postcode:. 
Tel:. 


..Signature: . 


Cash □ Cheque □ Postal Order □ Card □ QQ §5^ E 


Item description 

Price 


£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £1.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postage is FREi for all gomes shipped within the U.K. P&P 

Optional NEXT DAY DELIVERY available: £4.00 for 1st 

£ 

item plus £1 .00 for eoch subsequent item. T^T A | 
Overseas postage - £2.50 per software item. ■ V 1 r4L 

£ 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 


NO. □□□□□□□□□□□□□□□□□□ ^ 

* UNFORTUNAtT^ express cheque clearance cannot be used for building society cheques sent to press 20/2/2000 


SUPPLIER OF COMPUTER GAMES! 

guarantee S “S' 


























































































































inTerview 



There are few icons in the computer industry, and 
even fewer who manage to continually create 
games that break new ground. Meet Peter 
Molyneux, who sold up Bullfrog two years ago and 
started a team known as Lionhead, and is now 
putting the final touches to his next game, Black 
and White. Having first met Peter ten years ago 
while he was making his first hit. Populous, no one 
could’ve known that this unassuming and amusing 
man was a millionaire. I met up with the man 
himself to find out a bit more about what makes 
him tick and to delve a little into Black and White. 




S trangely, a lot is riding on 
the baek on Blaek and 
White and it’s more than 
just money. Peter and his 
team have put their 
hearts and souls into the project. 
Peter’s the inspiration behind the 
game but his team of experts also 
show how important it is to have 
the expertise to complement 
Peter’s flair. From the animator to 
the person doing the Al, many 
new benchmarks are about to be 
made, as you’ll discover when you 
eventually see and play B&W. 

Because the game’s so different, 
a lot has been written that is 
eonllieting — to the point where no 
one knows which genre it actually 
falls into. Is it a God game, an RPG 
or a real time strategy experience? 
Peter explained: “1 was purposefully 


unclear about the game when 1 
first started giving information. 1 
tried to centralise on the features of 
the game, its techniques, the 
technologies, the tribes, the spells, 
the creatures, but I didn’t explain 
what the game’s genre really was. 
Many people have made their own 
interj^retation. This is our first 
game so it has to be original and 
innovative, hut it’s not a God game, 
nor real time strategy — it is in fact 
an RPG where you play the role 


of a God. Within the story you 
can choose to deal with whatever 
is presented to you in any way 
you like”. 


EASY TO ACCESS 


One of the primary ambitions in the 
game was to make the interface as 
simple as possible, so anyone could 
understand how to play without a 
manual; to get rid of the icons and 
Just view the world as it is, a living, 
breathing, evolv ing setting. 


The only icon you have for 
total interaction within the world 
is a hand. To the villager this 
creature is their God, he can be 
seen or not depending on how 
you use it. You control this 
creature, so in effect you’re the 
‘God’ factor in the game. Fhe 
incredible detail in the game is 
another of the many features in 
B&W. You can zoom in on, say, a 
little woman who has a unique 
face or look at the island from 
high above the clouds. 


UNRAtfELIING THE PLOT 


Eager to persuade Peter to tell me 
more about the story line, 1 
persisted until he finally revealed 
a little more: “All the games I’ve 
written before have had 
absolutely no story, other than 
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interview 


something wo ve tacked on the 
end. Look at Dungeon Keeper, 
you’re a bad guy and things just 
get hadder. Populous, 
Powermonger, d heme Park — no 
story, even Syndicate was very 
weak in plot lines. It occurred to 
me that if we were writing a game 
it would be fantastic to approach 
it from a story perspective in 
single player form. You improve as 
you play, hut at any point you can 
leave the story, take your creature 
that you’ve developed and having 
given it a unique personality, 
place it online. You can then 
pitch it against others in a new 
world, where it wall continue to 
learn, and you can then take it 
hack into your own world and 
continue playing. 

1 made the point that having 
a storyline is fine, but only when 
you can achieve emotion in a 
game - real empathy with the 
creatures/cast in the game - will 
it he valid and this hasn’t been 
done yet: “Yes, that’s one 
element we are working on,’’ 


announced Peter. I hat s the 
passion of mind which we’re 
working on in the game, we 
want people to care about the 
creature you control or the little 
people in the game. If I can 
convince you to care about them 
then the story becomes a lot 
easier. The creature you control 
is uniquely yours, it has one 
rule, and it unconditionally loves 
you, like a child or parent. You 
can hit it to be cruel and it will 
still love you. There are a few 
emotional hooks that we pull on 
during the story’s journey that 
we believe give you real empathy 
with the creature’’. 


“As a designer I find it a huge 
challenge trying to design a game 
which will please everyone. What 
we’ve done with Black and White is 
make it tailor itself to the player. If 
you want you can focus on your 
creature and leave the AI to take 
care of the little people, or 
alternatively you can play a more 
active role in the lives of the 
villagers - it’s up to the player. If 
you don’t feed the villagers they’ll 
come to you and request food, if 
you take no notice they’ll look for 
someone else to worship. I like to 
call these people ‘innocents’. 
They’re not v iolent, they merely 
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than working. If there was a God 
and he came douxi and gave us 
food and everything, we would 
evolve into lazy creatures, we 
wouldn’t work harder!” 


P)lqcl5 



want to Ih e and suryive and 
worship you, either through love or 
fear. They also have a learning 
system, w hich you may find 
unbelievable. You can give them a 
ball and they’ll learn to throw and 
eventually when you come back 
they could have designed a football 
pitch, so you can sit and watch 
them play. You may ask: ‘if they’re 
intelligent then surely they can 
manage on their owTir’And if they 
become dependent on you they 
may forget w here the fields are and 
how to grow' food! Worshipping you 
and playing is far better to them 


Black and White can only be described as 
an inspiring piece of gaming software. It’s 
going to be a while until we see the game 
for ourselves, but after meeting the man 
behind the game and hearing for myself 
how involved the title is, there’s no doubt 
it will be another Dreamcast epic. And 
there’s still more to know, but you’ll have 
to read future issues to find out. 
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IF YOU HADN7... 

If I hadn’t made it into the games 
world, I really don’t want to think 
where I might have been. I have a 
strong belief that I’m not that 
intelligent. I can’t write or draw, 
play music, or do sports. I live 
and breathe games. 

FAVOURITE GAMES... 

It must be Zelda. The first game I 
bought was Space Invaders on the 
BBC Acorn, that I was really 
disappointed with. It didn’t live 
up to the arcade version. The 
first game I bought and enjoyed 
was Defender of the Crown on the 
Amiga and Red Alert 

HIOOEN TALENT... 

What I do best is to get the best 
out of people and to spot their 
talent. When I first met Glen 
Corpes who wrote many games 
for Bullfrog, he walked into the 
office but had never written a 
game. He’d never done any 
programming but once I spoke to 
him, I knew the guy was a genius. 

BEST DAY IN YOUR UFE... 

This is going to sound really 
boring but it was the first 
showing of Black and White. 

There was a lot riding on it and I 
got an incredible reaction. 

PASTIME... 

My love and passion is creating 
computer games. I really have no 
real hobbies. In the week I never 
really switch off. I work every 
hour I can. At the weekend I 
never go near or turn on a 
computer - anything but. I don’t 
even watch TV much. I guess I 
socialise a lot but nothing more. 

IN YOUR POCKET... 

Ha, I have 2 lighters and a wallet 
- yes, I smoke. The reason for 
two lighters is that people say I 
steal their lighters, so having two 
makes me feel at ease. 

YOU CAN LAUGH ABOUT... 

Anything to do with toilets. We 
British are very lavatorial. People 
in any other country do not 
understand this, but we do! 


dreaimast 


WHAT MAKES YOU ANGRY. 

I don’t suffer fools very well. I 
hate people who are foolish 
intentionally. I have no 
patience with them. It is 
terrible to waste your life being 
stupid - you only live once and 
so you must take things 
seriously and to the full. 

MOTTO... 

Don’t be impatient 

PETER ON HIMSELF... 

I would say I’m a chaotic person 
but unpredictably calm! That 
about sums me up. 

THE FUTURE... 

The computer game is still not a 
mass market but it will be 
someday, despite what people are 
saying. I believe that 80 per cent 
of the people will own and play 
games. With machines like PSX2 
and Dreamcast, entertainment 
boxes will be a new perception on 
things and not just games 
machines, as they will play DVD, 
music, films etc. 

FOOD AND DRINK... 

Easy. My favourites are beer 
and spaghetti. 

FAVE FILM... 

Forbidden Planet (1939). Any 
Sci-fi film. Blade Runner or 
Beauty and the Beast. 

ROLE MODEL... 

I am in awe of Miyamoto who 
wrote Zelda! 
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Whilst the one player 
mode should keep you 
going for quite a while, 
late night gaming 
sessions will no doubt 
revoive around the 
split screen multi¬ 
player action, where 
you will forget all the 
tactics you’ve been 
using and just try and 
speed past your 
equally crazy friends. 
Crashes ahoy... 
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Get those engines revving, 
something special is just around the bend 














Eden Studios 
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promises to deliver on this front in a 
spectaeular fashion guaranteed to get 
the ear connoisseur salivating. When 
you first play the game, there will be 
a selection of eight rally cars to opt 
for, ranging from Peugeot 306s to 
the Ford Focus, among others. When 
you are victorious in the various 
races and you become proficient in 
the different modes, you will be 
rewarded with many other hidden 
cars being unlocked for you to select. 

Of course, the handling is all- 
important too and V-Rally 2 promises 
a large number of customisable 
options, meaning that the tyres, 
brakes and steering can all be altered 
to your specifications — which means 
that if you haven’t got what it takes to 
grab victory, you only hav^e yourself 
to blame... 


Of course, when you take a classic 
game and add to it the amazing power 
of the Dreamcast, the developers are 
able to add so much more detail, that 
was previously impossible to include. 
This means that the basic graphics are 
sharper and more detailed in this 
version. The cars all look impressive 
initially, but as the race progresses, 
they become caked with dirt as they 
pick up dust and grime along the way, 
so you won’t find yoursell stuck in the 
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mud in a car that looks like it just 
emerged from the showroom. With the 
extra memory at their disposal, the 
tracks ha\e also become longer, 
allowing for greater variety and 
challenge. I he ears have transparent 
ear windows and there will be both 
driver and co-pilot animations. The 
audio aspects have also been improved 
with impressiv e sounding engine 
noises and effects. There are also both 
male and female co-pilot voices aiding 
you during the different races. To help 
you bask in the glory of particularly 
sweet victories, or to look at that 
disastrous crash once again, there is a 
replay mode available too. 

As well as the single player modes on 
offer, \'-Hallv 2 will have the usual two 


player versus option, 

along w ith a four 

player split-screen 

version — guaranteed to 

get vor\' hectic, as hopefully 

the Dreamcast will he able to 

handle the action without slowdown. 

With the imminent arrival of a 
certain Mr McRae on the console too 
it looks like being a good summer for 
the racing fan — and V-Rally 2 will 
hopefully satisfy the most demanding 
of rally enthusiasts. 


II Gorgeous blue skies and lush backgrounds must keep you level-headed. 
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II Kinda looks more ike an ltf»G where the graphics are com 


Publisher 

Infogrames 

Developer 

l-Motion 

Released 

June 2000 

Genre 

Action/Adventure 


S ilver sounds set to be 
one hell of an action 
adventure game, 
ported over from the 
PC. You take the role of 
David, a mystical knight whose wife 
languishes as the helpless captive of 
the evil sorcerer, Silver. This sorcerer 
rules over the land of Jarrah and treats 
its people with contempt. 

David has sworn an oath to 
rescue his wife and to destroy Silver 
and his power forever. To fulfil his 
quest, David has to obtain and 
master eight magical orbs that 
together will allow him to summon 
the forces of fire, ice, life, lightning, 


earth, acid, time and light. These 
orbs will grant him the power to 
battle Silver’s dark sorcery. 

One unique feature of Infogrames’ 
new title is the control system. The 
battle sequences in which you take 
place aren’t turn based, like we’re used 
to; instead, you have direct control 
over the fight. You do this by moving 
the analogue stick on your pad, which 
determines the movement of your 
chosen weapon. For instance, by 
holding down the trigger button and 
pushing forwards 
with the analogue 
stick, you can thrust 
your sword at the 
enemy, and to turn 
around and attack 
someone coming at 
you from behind, you have to pull 
downward. And it doesn’t end there; 
the list of moves includes lunging, 
slashing, dodging, firing arrows and 
automated weapon firing. 

A Game of Exploration 

You’ll also never experience the same 
situation twice, as you explore a huge 


number of areas that include the 
tranquil island of Haven, the blasted 
ice plains of Winter and the 
underground rivers of blood at 
Metalon. As you wander around these 
places you’ll come into contact with 
over 50 different characters, some of 
which you can recruit as allies to assist 
in your quest. These characters range 
from harmless imps to frightening 
bosses, who have an advanced AI 
system so they react intuitively and 
unpredictably to changing conditions. 


The DC release will have some 
marked improvements over the PC 
version of the game, including an 
unlimited number of save points, an 
easy mode and quicker loading times 
between screens. 

It all sounds promising, and we’ll 
keep you up to speed on its development 
in the coming months. 


CHARACTERS RANGE 
FROM HARMLESS IMPS TO 
FRIGHTENING GOSSES 
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Infogrames 

Developer 

Infogrames 

Released 

June 2000 

Genre 

Racing 


Wacky Races 


At last - it’s time to catch the pigeon... 
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II The style of graphics really does the old cartoon series justice. 


O kay, so is there anyone out 
there who thinks that a 
Wacky Races game is a bad 
idea? Thought not, but if 
youTe anything like us 
your seedlings of suspicion will be 
working overtime, as we frantically 
anticipate anything that will give us 
a clue as to whether the game itself 
is any good. 

That moment has come. By now, 
youVe probably checked out the 
screen shots and realised that 
Infogrames have retained the look of 


the cartoon series very successfully 
indeed, faithfully recreating the 
visuals of one of the most inspired 
cartoon series of all time. 

There are fifteen tracks in the 
game for you to race over, each 
boasting numerous obstacles and 
enhancements such as jumps and 
traps, and we’re also promised a 
specific battle arena for true multi¬ 
player action. You get to choose from 
eleven vehicles too, with top quality 
voiceovers adding to the fun of it all. 
Oh, and each vehicle is loaded with 
unique abilities to give you an extra 
edge, as Dick Dastardly takes the 
lead once more. 

Its approach in many ways 
mirrors the Nintendo classic Super 
Mario Kart and, truth be told, to an 
extent that’s not a bad thing (few 
who have played it multi-player for a 

nf fimp* wniiln fn niirl 


criticism in its path). However, what 
Mario Kart got right, which we’re 
still waiting on in Wacky Races, is 
the feel and level of control over the 
cars, and implementing a fair 
gameplay structure. Because if 

Infogrames can pull that 
bit off, then this 
game is going to 
be huge... 


CHOOSE FROM ELEVEN 
VEHICLES, EACH WITH 
FAITHFUL VOICEOVERS 

















To face the evil clan of God ffand takes 
Guts (and a seven toot sword)... 


using button presses at certain points 
of the on-screeh action, like 
Shenmue s Quick Time Events. 

Multiple paths aren't just set to 
happen during cut-sequences though; 
there are also multiple game routes, 
thanks to the wide number of short 
wk cuts that become accessible by 
W slashing through the doors and 
i barricades dotted around the 
game s many expansive areas. 

Along with the usual high 
polygon count weVe all come 


S word of the 

Berserk: Guts’ 
Rage is based 
on a popular 
Manga series 
called Kenpuu Denki 
Berserk, which later spawned a TV 
series and now a game, which | 

recently topped the charts in J 

Japan. The game s story was 
created principally by Kentaru 
Miura, writer of the original 
comic series, and unravels | 

through the game using computer jL 

generated cut-sequences. This is 1 

nothing new, but it s actually 1 

possible to determine Guts' fate J 


ALL-NEW PARnCLE WEAPON EFFECTS 
AND A LEVEL OF GORE RARELY SEEN 
OUTSIDE YOUR AVERAGE B-MOVIE 
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Publisher 

Eidos Interactive 

Developer 

ASCII ^ 

Released 
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Action 




































level of gore rarely seen outside your 
average B-movie zombie flick 
(hurrah!). Using his seven foot long 
‘Dragon Slayer’ sword, Guts can 
make a mighty mess of 
just about any adversary, 
once you’ve got to grips with 
his multitude of special 
moves and his very own 
‘Berserk Mode’. Every time Guts 
is hit or successfully attacks an 
enemy his Rage Meter increases. 
Once the limit is reached Guts goes 
‘Berserk’ and is capable of faster, 
more powerful attacks and becomes 
impervious to any enemy attack. 

Offering over 30 grotesque types 
of intelligent enemies, 15 completely 
different world locations and three 


difficulty levels that offer new game 
features once completed. Guts’ Rage 
is shaping up to be a title to look out 
for. Check out our full review next 
month when we finally get our hands 
on the finished product 


Guts and Casca are the only 
survivors from a band of highly 
trained and feared mercenaries 
named the ‘Hawks’. The ‘Hawks’ 
were slaughtered by a 
supernatural warrior clan, the ‘God 
Hand’. In their epic battle, Casca’s 
sanity was traumaticaily scarred 
by the carnage she witnessed. 

Even Guts’ love cannot free her 
mind. Now Guts roams the land 
searching for his destiny, a cure 
for his beloved Casca, and a 
chance to exact revenge from the 
God Hand’s minions. 

As they enter a region ravaged 
by years of wars and famine, a vile 
omen is sweeping across the land. 

It has struck fear among both 
the people and nobles alike - 
even the armies have 


horde of parasitic plants, named 
Mandragora. These plants attach 
to their human hosts and transform 
them into grotesque creatures, 
called the Mandragorans. The 
plants control all their actions. Not 
much is known about Mandragora 
and its minions, except for the 
strange voice that rose from the 
ground as it uprooted itself and the 
aggressiveness of their attacks in 
search of a host. Now most of the 
land is contaminated with these 
creatures. Rumour has it they live 
in a village near the castle, 
protected by a nun... 

Balzac, the Baron of this 
kingdom, is much feared for his 
skills in battle. Now, however, he 
seems to be preoccupied with 
finding a cure for the plague. 


SWORD OF THE BERSERK: GUTS’ RAGE 


guts’ rage: the story so far... 


II Expect gore, gore and more gore! 


THERE ARE MULTIPLE GAME ROUTES THANKS 
TO THE WlOE NUMRER OF SHORT CUTS DOHEO 
AROUND THE GAME’S MANY EXPANSIVE AREAS 
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Publisher 

Climax 

Developer 

Climax 

Released 

End 2000 

Genre 

Racing 


Super 
Runabout 



More racing fun for the Dreamcast... 


II Sexy cars ahoy. Remember 
kids, drive it fte you stoie it! 


S et in San Francisco, the latest 
racing game in the pipeline for 
the DC is yet another release 
from those increasingly 
prolific folk at Climax. Only 
this particularly release doesn’t 
involving driving taxis round streets at 
manic speeds, nor is it the latest direct 
competitor to the PlayStation s Gran 
Turismo 2. If anything, this is a title 
that crosses closer to the boundaries 
set by Driver and Grand Theft Auto. 

Featuring a range of both cars and 
environments upon which you can 


I ONCE YOU’RE BEHINO THE WHEEL, 
YOU’RE PREnY MUCH PLACED IN 
THE MIDDLE OF AN ACTION MOVIE 


inflict plenty of 
damage, the game 
takes place over a 
number of scenarios, 
which will allow you to get 
hold of money to repair and upgrade 
your vehicle. Once you’re behind the 
wheel, you’re pretty much placed in the 
middle of an action movie — in the vein 
of Ronin or Bullitt - with you having to 
do your business whilst outrunning law 
enforcement officials. If you get what 
we mean. You’ll be offered plenty of 
varied jobs to do, all taking place 
within the setting of a lovingly recreated 
San Francisco. 


Indeed, it’s the quality of the 
graphics seen so far, as these 
screenshots demonstrate, that’s got 
the tongues wagging, and out of all of 
the DC releases, past and future, 
from Climax, this one seems to hold 
the most promise. 

It’s not the only impressive looldng 
driving game on the way though, with 
Sega GT now the most impending 
runaround on the grid. Nonetheless, 
we’d be lying if we said we weren’t 
quite excited by the prospect of 
Super Runabout — but you shouldn’t 
expect a release until the Autumn at 
the earliest. 
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Nomad Soul is ^|#be one of 
the most exciting of the PC 
ported titles to arrive on the 
Dreamcast so far. PuBJished by 


T here’s a lot to this title, and 
that’s just the storyline. 1 
would love to take you 
through the whole plot from 
start to the ver\' detailed 
finish, but quite frankly 1 eould be here 
all day. So I’ll sum it up for you. Ready? 



At the beginning oi time in the 
parallel world of Phaneon, the 
demons of the Last Cirele were 
finally beaten by the humans. 
Against the Internal Hordes ot 
the Demon Astaroth there was 
one man who showed amazing 
eourage, his name was 
Kushulainn. The wizards of the 
Aneient fimes helped him eonquer evil 
by sealing their souls inside his sword 
Barkaya’l — this gave him the ultimate 
power to eliminate Astaroth forever. 

As the leader of the human 
armies, Kushulainn slaughters the 
Infernal Legions, then at the height 
of his epie combat he hunted down 
Astaroth and confronted him in 
single combat. 
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Publisher Eidos _ 

Released Spring 2000 


Developer Quantic Dream 
Genre Action/Adventure 





I'hcir fight lasted seven days and 
seven nights and on the morning of 
the eighth day the humans finally 
dared to eome near. Astaroth was 
found dead, hut Kushulainn had 
disappeared. No one ever saw him 
again or ever found out what had 
happened to him; he heeame a myth, a 
legend, until finally he was forgotten. 

Onee the fight had finished 
Kushulainn had eollapsed from 
exhaustion and fallen into a river whieh 
earned him to a land ealled fVlihahaleel. 
When he regained eonseiousness he 
realised he had failed to destroy Astaroth 
- he was in fact immortal. He retired to 
a sanctuary with only his sword, waiting 
for someone to request it 
from him so thev could 




try and kill the evil demon. Millions of 
years later, while he was still waiting for 
the one who would he worthy of carrying 
his sword, Astaroth was again wandering 
the surface of Phaenon. 


Bo/ (David Bowie) is the most famous 
pirate on the Multiplan. All the people 
in Omikron whoVe touched a Multiplan 
terminal, even if just the once, know 
who Bo/ is. His courage, freedom and 
audacity set an example to all the other 
pirates - until one night when his world 
was turned upside down. 

While working on his computer, a 
demon broke into his apartment and 

leapt upon him. Bo/ fell to 
the ground hut, as 


usual, pure luck gave him one last 
chance. A neighbour who had heard the 
struggle came to see what all the noise 
was about. Just as he walked into the 
room, the demon turned to look, giving 
Bo/ enough time to move away. The 
demon Jumped on the neighbour and 
devoured his brain. He turned hack to 
Bo/’s soul and Bo/ realised he only had 
one chance. Before the demon moved 
in. Bo/ slipped into the terminals 
Transmaterialisation compartment and 
was sucked in by the network. 

He was now virtual, and he could 
never come hack. From then on he could 
move around at will among the various 
stations of the network. He got access to 
all information - he became the ‘Rider’. 

But the demons wouldn’t give up 
trying to capture his soul and shortly 
after, Astaroth unleashed virtual demons 
to hunt down Bo/ in the network. 

But the Rider is still there and 
continues to help the pirates. He has 
become chief of the Awakened and runs 
a guerrilla army against the Trusts, the 
state and the demons — hut he’s still 
trying to escape from the demons. 


So you can determine from all that 
that Nomad Soul is set in the future. 
It’s got a little hit of everything: a deep 
plot, exploration, action, combat and 
role playing elements. 

At the start of the game, the 
player’s soul is projected into the 
Omikron universe, in a hodv he 



















Big robots plus big explosions should equal big fun... 




II A spiked club should pierce 
even the most heavily 
armoured robot... 


S ometimes when you sit down 
in front of your console you 
want a cerebral, thrilling 
challenge such as Soul 
Reaver: Legacy Of Kain, 
whereas at other times, you'll be more 
satisfied with a game that features 
plenty of explosions, firepower and 
mindless techno-violence. In the past, 
Capcom have proved very useful for 
these sorts of games, with their Street 
Fighter series being one of the 
cornerstones of the gaming world for 
many years (see our review on Page 
72). Recently in Japanese arcades, a 
title named Tech Romancer has been 
wowing the kids with an appetite for 
destruction and now it’s being brought 
home with the imminent release of 
the Dreamcast version. Staying 
faithful to the arcade version. Tech 
Romancer is set to feature not only 
some highly impressive graphics but 


also bucketloads of high octane fun. 
The game should appeal to anyone 
with a love of old fashioned monster 
movies, where huge beasts would go 
on the rampage and destroy anything 
that got in their way. Here the 
monsters are replaced with shining 
hulks of metal but the idea’s the same. 

As Tech Romancer doesn’t feature 
original licensed monsters, you won’t 
see the likes of Gundam or other 
Japanese classics here, but sneakily 
many of Capcom’s original creations 
are a homage to famous robots, making 
these new characters strangely familiar. 


I COOL GRAPHICAL TOUCHES 
ABOUND AS YOU PROGRESS 
DEEPER INTO THE ADVENTURE 



TECH ROMANCER 

modes aplenty 

As well as the typical Versus mode and the 
Arcade mode, which sees you battling against 
all of the enemies one by one, there’s a 
Story mode. This is different for each of the 
robots but includes atmosphere-building 
scenes between the bouts, meaning that 
Tech Romancer should be able to entice the 
single player as well as the multiplayer 
beat-’em-up fanatic - something that many 
games of this kind forget to consider. 



Hunks of Junk 

When you begin the game, you must 
first choose which of these metal 
maniacs you wish to control, as well 
as the pilot who’s controlling them. In 
a similar fashion to Capcom’s classic 
beat-’em-up characters, who all had 
their own unique fighting styles and 
moves, the combatants here all have 
their own strengths and tactics. Of 
course you can ignore all the strategic 
elements of this and merely go for the 
robot who looks the best — it’s entirely 
up to you, as once you get into the 
game, the style of your robot will 
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firepower zigzagging around. Once the 
structures are completely annihilated, 
they 11 reveal power-ups to increase your 
arsenal and as well as making your player 
more powerful, they often also help with 
defence and help to repair your damage. 

After you’ve successfully drained an 
opponent of half his energy bar, you 
can execute a final attack — a move 
that, if performed correctly, will see 
you instantly achieve victory with an 
all-powerful attack that’ll leave your 
opponent wishing he had never been 
built. This means that you still have a 
chance to win even when you have 
very little energy remaining, as with 
the correct timing and skill you can 


perform the greatest comeback since 
Tyson stopped chomping ears. These 
final attacks differ wildly depending 
on your character and often they’ll see 
your robot transforming into an even 
more powerful force. 

Plenty of cool graphical touches 
abound as you progress deeper into 
the adventure, with other craft often 
hovering around near to your battle 
site, as well as holes in the ground 
which are regularly created by the 
constant grenades and missiles being 
utilised by yourself and your foe. 

Those who enjoy classic arcade 
action should certainly look out for 
Tech Romancer soon. 


II You can cause some serious 
damage with pienty of 
special combo moves... 


3D Not 2D 


become apparent and you’ll soon be 
blasting with the best of them. 

The main controls may seem 
simplistic at first, as Tech Romancer 
only utilises a block button, a jump 
button and two attack buttons, but as 
usual with Capcom battlers, it’s up to 
you to discover all the variations and 
spectacular moves that can be pulled 
off once you perfect them. These 
combination attacks will cause the 
screen to explode with some 
impressive effects, as well as seriously 
harming the opposition. The trigger 
buttons also come into play to select 
super moves and there’s also a special 
sideways attack formation which you’ll 
need to master. 


Unusually for a Capcom fighter, the 
game’s played in a three dimensional 
environment rather than the classic 2D 
scenario and this means that it features 
some detailed background buildings, 
which soon begin to crumble and fall 
once they are caught up in the heavy 


I AS TECH ROMANCER DOESN’T FEATURE ORIGINAL 
LICENSED MONSTERS, YOU WON’T SEE THE UKES 
OF GUNDAM OR OTHER JAPANESE CLASSICS HERE 
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preview 

Pulrfisher Sega _ Devetopep Climax _ 

Released tba Gewe RPG 


More RPG antics on the way, this time involving a hero called, er. Sword... 






li The enenties wiH taunt you 
before they lay bite you... 


T he Dreamcast is 
eiirrcntly nt)t a 

place for role playing game fans. 
With only Ubisoft’s 4/10 scoring 
Evolution to celebrate so far, 
any future releases are being 
looketl at with increasingly 
j)uppy dog eyes. But help could be 
at hand, with the news that Climax 
have stepped up to the oche with a 
game called lime Stalkers. Climax? 

Ob, you remember them - theyVe the 
ones who did Activision’s okay-isb 
Resident Evil wannabe, Blue Stinger, 
although it’s fair to say that we’re 
hoping for more this time around. 

Certainly, from a visual point of 
view, we’re not disappointed thus far 
either, with the cut scenes in particular 
reeking of multimedia excellence. 


^ However, it’s the 

w game itself you're 

; " interested in, so we ll 

i A ^ move swiftly on. 

_ ^ ‘ You play a character 

by the name of Sword 
who, predictably enough, 
has one or two problems. He’s 
getting some weird Bashbacks in his 
head that he can’t quite place, but they 
seem to inv'olve a mysterious woman. 
Ihe fun continues when someone tries 
f ^ to kill our angelic little hero, 
which ultimately leads 


UME STALKERS CERTAINLY HAS THE m 
POTENTIAL TO MEET THE 0™““"* " 
OF THE HUNGRY DC RPG H 


him to a strange book. And guess what? 
He goes and opens the bloody thing. 

Boasting plenty of fights, murky 
dungeons and the kind of atmospheric 
audio effects we’re happily getting 
used to (expect the tone of the music 
to change when danger is on the 
horizon), lime Stalkers certainly has 
the potential to meet the demands of 
the hungry DC. RPC fan. Howev'er, 
the early word isn’t too positive, but 
wee’ll have to wait and take a look at 
the finished game ourselves before w^e 
can give you the definitive lowdowm... 















Publisher 

TBA 

Developer 

Promethian 

Released 

TBA 

Genre 

Racing 


7ir\e • ^ap 

r^C; V *'® 

. - . ' • 



Hydro Sprint 

Second in line for the water racing trophy, we have... 



R acing across water 

isn’t something that’s 
new to Dreamcast 
owners, thanks to 
the work of 

Midway’s fun Hydro Thunder. 

That’s not stopped someone 
else having a go though, 
leading us to the impending 
release of Hydro Sprint. 

As space is tight, we’ll get 
to the point. It’s a game 
where you race water-based 
vessels, ranging from jet skis IHHI 
to racing boats, and you’ll 
have around sixty different races to 
take part in. We’re told that the 
graphics don’t just look good in 
screenshot form, they also move well, 
gobbling up the available processor 
power and using it as it should. More 


crucially, we’re also told that it’s damn 
good fun, aimed at all ages. 

We’re particularly looking forward 
to the levels set around river rapids 
ourselves. But we’re suckers for a good 
soaking. Or something. 


nAGsher 

Sega 

Devetoper 

Vivarium 

Released 

TBA 

G«ire 

Pet Sim 


Seaman 


An original game 
which should help 
to bring out your 
maternal instincts. 



W ith the rise of virtual 
pets, from the cyber 
phenomenon of 
Tamagotchi to the 
fluffy delights of Furhy, 
it was inevitable that the Dreamcast 
would he graced with the presence 
of its own pet. Seaman has been a 
huge hit in Japan and is likely to 
repeat that success when it hits 
these shores sometime soon. 

Using a microphone connected to 
your console, you will be required to 
talk to your new friend and the more 
attention you pay to it, the more it 
will learn, and soon it will start to 
develop its own distinct personality 
and habits. When you start off, your 
pet hasn’t even been born and the 



egg must be looked after in 
your aquarium, with 
everything customisable from 
the water temperature to the 
oxygen lev^el. 

Once the egg hatches, 
your Seaman is revealed — a 
strange looking fish fellow 
who truly defies 
categorisation. Utilising the 
innovative voice recognition 
system as well as the VMU, 
Seaman should be an immersive 
and original experience. 
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Publisher 

TBA 

Developer 

Micro Forte 

Released 

Mid 2000 

Genre 

Action/Adventure 


II Target your enemies from a long range to avoid 
possible counter attacks. 


The Chimera 
Project 


The coolest cyborg since Robocop. 


THE CHIMERA 
PROJECT 

kitted out 

The weapons are a big 
part of the game. 
Discover a range of 
weapons such as laser 
cannons, Gatling guns, 
grenades, rocket 
launchers and sniper 
rifles, as well as many 
other experimental 
prototypes. Cybernetic 
Modifications help you 
gain special abilities 
such as the shield and 
stun wave. Improve 
your damage 
resistance by using 
upgrades, such as 
armour plating. 


M icro Forte is a rapidly 
emerging Australian 
development company 
that s been around for 
over six years. At present 
they’re working on a number of titles, 
as well as setting up an Australia 
collaboration with all Aussie developers 
to give more focus on games from 
down under. Over the next six months 
you’ll see a deluge of interesting titles 
and to start things off we begin with 
The Chimera Project, an action/RPG 
game for the Dreamcast. 

Backdrop 

You’re Dylan Steel, the best Secret 
Operative of Earth’s Federation. 
Armed with the very latest in 
technology, your mission is to 
investigate a colony world in the 
Federation outback. Attacked by an 
unknown starship while entering the 
atmosphere, you crash land on the 
desert world. You quickly discover 


that Eclipse Technologies, an illegal 
super corporation, has captured the 
planet, all for the sake of their master 
plan: The Chimera Project. Eclipse 
Technologies has been carrying out 
hybridisation experiments between 
captured humans and a strange alien 
species. An early experimental version 
of this new hybrid was first 
encountered less than a month ago, 
after the Federation sent in a group 
of Space Marines to infiltrate the 
colony world. Before total loss of 
communications with this 
reconnaissance group, the Marines 
were able to warn the Federation that 
the Chimera was impervious to 
standard weaponry. 

You’re the next generation of 
cyborg, capable of superhuman feats 
of speed and endurance. Your body 
can be upgraded and modified to 
further enhance your combat and 
espionage skills. Wielding the latest 
military firepower, and equipped with 


THE DRAMATIC CUT-SCENE 
TRANSITIONS AT KEY POINTS IN 
THE STORY LINE GIVE THE GAME AN 
ALMOST CINEMATIC QUALITY 


















the best combat enhancing technology 
the Federation has to offer, you face 
off against the greatest threat 
humankind has ever seen. 

immersive Gameplay 

The game captures the gameplay and 
action feel of Diablo and Crusader — 
No Remorse, and its dark feel and 
intuitive gameplay will leave you 
wanting more. With its isometric 
look and sectioned areas, you’ll 
quickly want to explore the vast 
levels, finding out information, 
collecting items and progressing 
further on. 

The game engine gives our hero 
many different animation sequences, 
tailor-made to the gameplay, so actions 
such as walking, running, rolling, 
teleportation, jet-pacldng, using 
vehicles, recoiling, numerous fighting 
sequences, using special items and 
using special powers and skills, see 
our hero evolve into a blend of James 
Bond meets the Terminator. 


Seeking Out The Enemy 

Wandering around has never been so 
compelling, as you avoid intruder 
cameras, motion detectors, laser pits, 
secret gun-turret emplacements and 
discover secret hidden areas and items. 
Finding specials is easy but using them 
on the right occasion is the order of the 
day — try laying down proximity mines 
and remote-control explosives to hold 
your position. Some of the effects you 
see are really awe-inspiring. Huge 
monsters appear from nowhere and as 
they bombard you, you must find the 
right weapon to lull them. If you blow up 
some of the huge creations, you’ll see 
some dazzling on-screen efi’ects. 

The action is non-stop as you 
endlessly try to defeat well co-ordinated 
enemy troopers, who’ll do their best to 
bring you down, and fight aggressive 
robots, whose sole intent is to destroy 
you. Narrative is via both text and in¬ 
game speech, so watch and listen. Once 
you get through the first level you find 



you have to free a prisoner by retracing 
your steps to find an essential password 
to open up the door! Each level presents 
a new story line and more inventive 
action, complete with special map 
screens and an inventory bar. 



State of Play 

The game offers a vast, seamless world 
of beautifully pre-rendered tiled 
environments, with unique game 
elements, puzzles and treasures. It 
offers an involved story line, which 
evolves through interaction with NPCs 
and captured knowledge, plus gripping 
character development as you discover 
the secrets of the world, the 
corporation and your own dark history. 
The dramatic cut-scene transitions at 
key points in the story line give the 
game an almost cinematic quality. 

The Chimera Project is about skill, 
speed and ingenuity. You must collect 
weapons, gain more power and unravel 
the puzzles in many guises - be it codes, 
moving objects or mere interaction as 
you progress. There are over 20 levels of 
e\dl to unravel in what already looks like 
an excellent game, even though it’s still 
only half completed. 



II Pick ups aplenty - including 
additional armour for 
extra protection. 


I ns DARK FEEL AND 
INTUmVE GAMEPLAY WILL 
LEAVE YOU WANTING MORE 
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Kalisto have a development team of over 40 working 
on Nightmare Creatures 2 . The title is looking 
impressive, as Derek found out... l. .. .. 


M any or you would not 
have seen, let alone 
played, the first 
Nightmare Creatures 
— a thrilling and sinister 
action-hased exploration game, 
primarily set in London. The had guy, 
Adam Crowley, along with a number 
of wretehed unfortunates, henchmen 
and monsters, returns to continue his 
reign of terror in this richly 
interwoven story line, presented with a 
polished look that will captivate all 
Drcamcast players. 

As always there’s a good guy — 
called Wallace — who you control. 
Wallace is a young dandy, well known 
for his escapades amid London’s 
nightlife. Attracted by the esoteric and 
the supernatural, he mixed with 


been incarcerated and tortured by the 
mad Adam Crowley, Wallace is out for 
revenge and the game starts with you 
seeking out your protagonist. However, 
a lot will happen before you face 
Crowley — that is if you can first 
survive the horrors that unfold! 


various occult groups berore being 
noticed by a particular group — the 
Circle. In Wallace, the Circle’s 
members saw a promising agent. 

Wallace was filled with 
^ enthusiasm for his new life and 
- teamed up with his old friend, 
i Havensmith. During one of their 
missions the two accomplices 
discovered a branch of the 
Brotherhood of Hecate working 
towards Crowley’s return. The 
mission was an utter failure and 
Wallace was taken prisoner. Having 


Xks Viiiiu-. Wm tHticrii', VLig- Stuiy 

Nightmare Creatures 2 takes place a 
hundred years after the first offering, 
as Wallace the defeated hero returns. 
The sorcerer, Adam, spent a whole 
century regaining his strength and is 
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Nightmare Creatures 2 is hard to 
pigeonhole. Here we have a huge game 
of exploration, fighting and aetion, with 
the elassie foeus on Ciood versus Evil, 
where monsters and fearsome 
ereatures roam around. Thankfully 
there are spells to east and lots of 
swash-huekling action, plus unusual 
actions like swimming. You control the 
character as he swims, as you do at all 






Publisher Konami 


Developer Kalisto 


now preparing his masterpiece: to call 
up an ancestral entity of terrifying 
power in order to merge with it. If 
Crowley succeeds, he will finally 
embrace immortality and will soon he 
poised to impose his reign on Earth! 
With the aid of his Emissaries, 
creatures that arc part of the 
Devourcr, he plans to carry out a 
powerful ritual that will allow the 
entity to manifest itself. 

One of the essential elements 
needed for this operation is a powerful 
magic artefact. However this artefact, 
known as the Glyph, is actually in the 
hands of the Circle, a secret 
organisation founded hy Ignatius 
Blaekward and Nadia Fransiscus, so 
Crowley decides to attack them first, 
rhe sorcerer massacres his enemies 
and steals the famous Cily]:)h, thereby 
killing two birds with one stone. 
Unfortunately for Crowley, Ignatius 
and Nadia’s spiritual descendants have 
not played their last card. Wallace, 
retired in an asylum, saw the massacre 
in his visions and determines to stop 
Crowley from accomplishing his crazy 
plan. Now let the game commence... 


times. When you dive, there’s a second 
before you get control hack (as the 
animation is loading and unloading) 
but the join appears seamless to the 
player, which is pretty neat. 

There’s pure fighting action too, 
which offers a plethora of superb moves. 
When you go for a hit, the enemies react 
differently depending on their AI, the 
distance involved and the timing of the 
hit. You can also block, within reason - 
you could block a couple of chainsaw 
hits, but the next one would send you to 
the ground! And 1 can tell you that the 
enemy knows what to do with its 
chainsaw when you’re down there... 

Although Nightmare Creatures 2 is 
not an adventure game, there’s still 
lots of moving around across vast 
locations to be done. You will he 
struck instantly by the game’s dark 
and sinister feel and also hy its sheer 
size. There arc 30 game sections, split 
into nine Icvcls/worlds. These worlds 
flow' smoothly from beginning to end, 
providing seamless checkpoints before 
each aetion. You can also sav'e 
frequently throughout. 
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Released TBA 


Genre 


Horror Adventure 










The mad people working on Nightmare 
Creatures 2 were eager to answer our 
questions so we could get a better insight 
into the make up of Kalisto and the game. 
Cyrille Fontaine, the Game Manager, Pascal 
Barret, Art Coach and other members of the 
team were on hand... 
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Getting Technical 

DCM: W ill the Dreamcast version 
\ar\ From the PSX xersion? 

Kalisto: We take advantage of the 
DC: high resolution, better v isuals, 
higher frame rate. But the game 
remains the same - the plot and the 
aetions. The team eonsists of 
personnel that have worked on the 
original title to give good eontinuity. 

DCM: W hat are the programmers’ 
thoughts on the Dreameast? 

Kalisto: DC is surely a povverlid 
maehine and very eomfortahle to 
work vv ith. The laek of eompetitors 
makes it the best so far, hut they’re 
just around the eorner. 

DCM: 1 or the secjuel, have you 
improved on the .^D env ironment - 
do vou feel it has a rieher, fuller, 
more organie feel? 


DCM: In the first game you used 
motion eapture and animation, has 
this been the same for NC2? 

Kalisto: We d id trade the motion 
eapture for talented animators. It 
was getting diffieult to do an 
effieient easting: ‘Videogame 
company search for talented four- 
tentaeled open-riheaged actor for 
motion capture, l.arge claws 
welcome’. Seriously, the motion 
eapture only renders true 
movements and that is good lor 
some purposes, hut on NC2 we 
needed monsters whose behaviour 
reveals a human side through a 
beast’s attitude. T his can’t he 
captured, hence no motion capture. 

DCM: london and Paris, as well as 
other city locales, are pivotal to the 
game, giv ing the story a richer look 
and feel. Did the team come to 


DCM: W h at were the drawbacks and 
limitations of the first title and have 
you now been able to overcome 
these in i\C2? 

Kalisto: The new engine lets us use 
real 3D. You may never have 
noticed, hut in NCI all the houses, 
everything, was cut over five meters 
high. Now we can have the camera 
free to show whatever it needs to. 
The jump/climh ability of the hero 
is a great improvement too. W'C can 
also swim in NC2. in NCM you 
actually died if you entered any 
water. We also exploded the 
memory limitation we had on NCI 
by using asynchronous loading. VVe 
now have huge levels which have a 
great variety of locations, situation 
and textures. 

DCM: 11 ow hard was it to create the 
right sinister look and teel? 



Kalisto: ^TS! The environment 
display relies on a brand new 3D- 
engine that fits our needs. We 
display more faces than ever and this 
is retpiired to display fearsome 
monsters, glamourous heroes and a 
creepy background. The landscapes, 
streets, houses, pavements — all are 
built with a single purpose: to build 
a scary atmosphere. I he technology 
we used just freed us from the 
texture memory limit, that’s why we 
use a very large amount of high 
detailed textures. About the organic 
side of the game: the further you go 
into the game, the more you will 
encounter giant, tentaeled creatures, 
some over 100 leet tall. 

DCM: 1 low many polys make up the 
average character? 

Kalisto: I he hero is over 700 polys, . 
the monsters over 300 each. 

Bosses are more. 


London, as with the first game, to 
get the feel and look right and add 
realism? Also, how deep have you 
gone into researching the areas, to 
give a faithful recreation for the hero 
of the game to explore? 

Kalisto: Just as in NCI, we took 
actual locations as background for 
the game. Obviously, places in 
accurate cities are not designed for 
gameplay, so we had to bend the 
reality, keeping the visible outlook of 
places accurate. W’e also did a large 
amount of documentation work to 
find out how those places looked 
hack in 1934. Some places you will 
never v isit (1 hope), such as the 
Asylum, hut known places are well 
created: liiffel lower, Jardin des 
Plantes, the catacombs, Pere Laehaise 
and, of course, the London streets. 

But there are also more neutral places: 
sewers, a castle, rooftops, mansions, a 
church, a eiypt... 


Kalisto: That is the hardest part of it. 
Leehnieal restrictions are so high 
that it is very diffieult to render a 
creepy atmosphere, and even more 
so on the I^reamcast, where the 
rendering is so clean that it is...too 
clean. But I think the result now 
meets our expectations. 

DCM: I low does the camera work, 
does it follow the action in an 
intelligent way and zoom in? 

Kalisto: The camera does a verv’ 
complex job. It now has a larger range 
of action and prov ides a smooth v ision 
of the action. It mostly keeps behind 
the hero. It lets the hero take a very 
large proportion (height-wise) of the 
screen (big characters are cool), 
keeping the area v isihle. 

DCM: Are there any strong links in 
story line between the sequel and 
the first game? 
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Kalisto: I he onme unfolds the plot 
itself. Of course, in-j];amc cinematics 
with a \ oice-over explain a little 
more. Each level is started and 
ended hy a \ ideo. 1 he game features 
few lyrics, hut most of the time 
pictures speak for themselves. 

The Action 

DCM: Would you say the act ion/fight ing 
scenes are as good as seen in most 
fighting games, or do you see this as 
secondary' to the oyerall gamer 
Kalisto: Ehe game is above all an 
action game, a fighting game. 

Even if the way you fight is 
somehow different to a classic 
fighting game, it is all about 
timing, position and control. 


Kalisto: Ehe heroes have changed 
and the action takes place 100 years 
later hut the ey il villain is still the 
same, spreading creatures all around 
the place. I’he link is Adam Croyvley 
and his creatures, hence the name 
of the game. 


DCM: Have you had to restrict any 
facets of the game, in case they y\ere 
too gory or ollensiye? Is there a 
rating to the game? 

Kalisto: WE expect to receiye the 
most restrictiye rating in eycry 
country and yve fight eyery day to 
keep the content of the game 
unchanged. It is no longer about 
ratings hut about censorship. I must 
confess that our publisher, 

Uniyersal, is really helping us in 


PURPOSE 


DCM: llou do the interface and 
controls work? 

Kalisto: In the most intuitiye yvay 
y\e could find. You see your energy 
bar, the enemy's one yvhen he is 
attacking you, the item selected - 
and that is all for the interface. 

W^c yvant the player to take full 


keeping i\C2 hoy\ it yvas designed. 

I he game is gory, hut y\ e don’t ey en 
hurt any humans. 


DCM: I loyy is the story' line objective 
cony ey ed? Is it y ia any narratiy e or 
merely through cinematic sequences 


advantage of yvhat is on the 
screen, not he disturbed by too 
much information. I he controls 
are yery simple; you can hit, kick, 
jump and use items. When a 
monster attacks you, your controls 
are extended in a fight’ yvay and 
you can perform combos to cut 
limbs and do fatalities. 

DCM: W h at kind of comho moy es 
are there? 

Kalisto: We reduced the number ol 
combos since yery feyv people used 
them in NC’l. We made them 
more efficient. Depending on the 
monster you are facing, the comho 
yvill have various effects hut 
mostly it aims at cutting limbs, the 
head or yvhateyer stands out. ^bu 
hay e tyy o comhos yvith tyvo 
buttons, three yvith three buttons. 
You also have fatality moves that 
you learn to use at the right time, 
rhey provide a gory and definitiye 
end to the fight. The monsters 
also have fatalities of their oyvn to 
use on you. 

The Guile 

DCM: Nightmare Creatures 2 is 
billed as an action adyenture spiced 
yvith pu//les, hut hoy\ do they 
manifest themsehx's? 

Kalisto: Ibis is not a pu//le game, 
as lomb Raider can he. binding 








your way is oh\ ions. I mean, e\ en 
if it is not always obx ions, you are 
not supposed to be stuek without 
a elue. Some keys are to Find 
items that ean help you through. 

W hen you Find the ohjeet, you 
easily diseoxer its purpose. lor 
instanee, a holt eutter vxill help 
you eut a ehain that hloeks a door. 
I he triek is more to haxe the hero 
explore exery plaee using his sense 
oF ohserxation. I or instanee, blood 
doesn't naturally spurt From the 
eeiling. When you see that 
happening, you’d better xxonder 
XX hat’s ahoxe you... The adventure 
is about exploration and 
Finding items. 


It IS l)ig, hut sinee the lexels ; 
also big, they had to he filled 
xxith something... 


Flies that enter the monster’s head (il 
it still has one), shaking it Irom the 
inside heFore it...hmm...explodes, 
loxie releases a toxic gas. Another 
one makes all the monsters bleed 
heavily From all parts oF their body 
heFore they die. 


DCM: Is the xxorld Fiillx interaetixer 
Bv that I mean, can you smash 
xx indoxxs, or break things? 

KalistO: You can act on a huge load of 
items. OF course, most of it is useless, 
hut some hide bonuses or secret 
paths, rhere is no piece oF glass that 
you cannot break in the game (and 
chairs ean he smashed too). 


DCM: W hat kind oF monsters xxill xve 
come across? 

KalistO: I he ‘emissaire’ is one oF our 
Fax()urites. It Is xerx smart and 
scares the s'^i'^ out o( me. It has an 
almost human Face, black and xxhite 
“d, hands gloxed in dried 


Cast offs 


DCM: ^ou haxe mentioned 1 SOO 
exploration objects to pick up, use or 
break. I his is a massive amount — 
can you give examples? 

Kalisto: Fo he accurate this Is the 
number oF items that haxe been 
modelled into the game. It Features 
the piek-up-ahle ones, the 
interaetixe ones (mostly) 
and the decoratixe ones. ^ 


DCM: How essential are the spells to 
Wallace and does he gain them as he 
progresses? C an you name some ol 
the spells? 

Kalisto: I he spells, as in NC’ I, are 
bonuses that help you get rid ol 
some monster in a more spectacular 
xxay. I or instanee, the Jar oF Flies, 

. once broken, releases sxxarms of 


painte 

blood, a heaxy tail, tentacles out ol 
its rib cage and it uses a long 
C hristian cross to hit you xxith. I he 
‘spider’ is also tough, xxith Four arms 
and elaxvs exeryxx here. I here are 
loads to mention hut xxe do not 
xxant to spoil things, so you must 
xxait to play the game! 
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Level Up 

Andy's House: 

This is where it all starts, with the 
kidnapping! Explore the rooms and find 
the clues. The bedroom, living room 
and attic are just a few places you’ll 
go, so keep your eyes peeled! A few 
baddies may be lurking, so be prepared 
to fight. Buzz will even be able to use 
his super laser. Action galore. 

Andy's Neighbourhood: 

Buzz goes on the prowl in search of 
Woody. There’s plenty of action here, 
so take care. High-speed racing, as 
well as some good old walking, sees 
Buzz meet up with some old friends. 
Afraid of heights? Sorry, but some 
climbing’s also required. 

Bombs Away: 

You’re up against the neighbour’s 
baddie and you need to sort it to make 
it to the next stage. Chocks away as 
you avoid the biplane. Fast reactions 
and good manoeuvring are essential. 

Construction Yard: 

It’s dangerous here. You have to try and 
get to the top of the building but there’s 
plenty on your plate to prevent you! Slinky 
Dog is around but he’s in dire trouble. 
Mastering some night moves will get you 
though this phase. 

Alleys and Gullies: 

Buzz heads into trouble and gets trapped 
and you have to help him find a way out! 
More racing against the clock, with 
puzzle solving, muscle power and 
jumping, plus a host of surprises unfold. 

Slime Time: 

There are more baddies lurking, along 
with a load of trash! Use Buzz’s 
weapon and target the green slime. 

You can just shoot them a couple of 
times, but it ain’t easy. 


Al's Toy Barn: 

A great place to explore but will you 
find Woody here? It’s a massive area - 
is Al here? Where do you go first? A 
real mix of game elements and hey, you 
might even need to find an arm! 

Al's Space land: 

Buzz gets really keyed up in this extra 
tough space level. More puzzles and a 
quick fix of racing are only a few of the 
threads to this level. 

Toy Barn Encounter: 

Get ready for an out of space encounter. 
Pods containing enemy toys lurk to make 
Buzz’s life a tad difficult. They’re pretty 
sneaky, so watch Buzz’s battery supply. 

Elevator Hop: 

Some night moves are required as you 
make your way through the elevator 
shafts to Al’s apartment. Rip roaring 
racing with plenty of collectibles on offer. 

Al's Penthouse: 

Buzz finds more than he bargains for 
and it’s not loads of chicks! Brainpower 
plus some deft moves are the order of 
the day. 

The Evil Emperor Zurg: 

The arch enemy - can Buzz keep cool 
and win through? 

Airport Infiltration: 

A nice ride on the conveyor belts sees 
our intrepid hero do some nifty footwork 
- watch out for the bouncing cases. Mr 
Potato Head is around but he needs 
your help first before you can continue. 

Tarmac Trouble: 

Stormy weather blues, with thunder and 
lightning - and Woody in your sights. 

And Finally? 

Just when you thought it was the end, 
it’s the final confrontation - the 
showdown that ends the epic saga! 


he game of 
the same 


name is, as 
you would 
assume, based 
around the 
film, with many of the incidents 
and cast mirroring what you v 
on the big screen. Forget the 
PlayStation people, the 
version's the best of the lot. 
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know that he's just a mere toy — 
he thinks he's a real Space 
Ranger. After Woody knocks Buzz 
out of the window in an attempt 
to prove him wrong, they both get 


Where if all began 

Pixar created and proauced the 
first computer-animated feature 
film, the Academy Award winning 
Toy Story, released in 1995. It 
combined both creative and 
technical artistry which brought 
original characters on screen to life. 

It all took place in the 
peaceful location of Andy's Room. 


On Andy’s birthday, the toys had a 
toy meeting to discuss the 
upcoming move to the new house 
and their worries over 
what new toy Andy 
would be getting for 
his present. Finally, their 
worst fears came true as 
Andy happily unwrapped his 
Buzz Lightyear — the toy 
world's most popular 
character toy. Buzz doesrt’t 


lost at Pizza Planet and the toy¬ 
torturing neighbour Sid grabs 
them out of a grabbing game (you 
know the one I mean). 

ow the two must come 
together (and try to be 
friends) to escape from 
Sid and get to Andy before 
the moving truck leaves. Can 
they make it in time? If you've 
seen the film you will know 
the outcome! 
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The Stars 


Jessie: 

A combination of Annie Oakley and Ellie 
Mae Clampett, Jessie could probably 




drink, shoot and fight better than any 
saloon swaggering cowbloke around. 


Ham: 

A piggy bank loaded 
with cash and smart 
one-liners. 


Stinky Pete: 

A miserable miner 49er 

who more than lives up to his name. 

Mr Potato Head: 

The original spud-youMI-like. 


The only dinosaur no one is afraid of. 
Bullseye: 

Woody's trusty horse. 

Emperor Zurg: 

The most evil creature in the Universe. 
Al McWhiggan: 

The nasty kidnapper whose hygiene 
standards leave a lot to be desired. 


Slinky Dog: 

Useful as a substitute ladder, useless 
as a dog. 


■ Bun comes face to face with his archenemy Zurg. 


Blockbuster 

Now Andy s going to cowboy camp 
for the Summer and Woody 
looking forward to going with 
him. That is until he's accidentally 
ripped by Andy and is left behind 
at home on Andy’s bedroom shelf. 
Soon after, Andy’s mum decides to 
have a clearout sale in the front 
yard and when the toys discover 
one of their fellow toys is going to 
be sold, Woody bravely attempts 
a rescue, only to wind up on the 
for sale table himself, where he’s 
noticed by Al McWhiggin, the 
owner of Al’s Toy Barn and 
collector of antique toys. After 
Andy’s mum refuses to sell Woody 
to him, he sneakily creates a 
diversion and steals him. 

The toys watch on with 
disbelief from Andy’s window and 
Buzz recruits Mr. Potato Head, 
Slinky Dog and Hamm to go out 
into the bush to rescue their 
friend. Meanwhile, Woody’s taken 
to Al’s office, where the rest of 
the complete set of 'Woody’s 


Roundup’ licensed 
merchandise is on display. Woody 
meets his fellow characters from 
the 1950s TV show: Jessie the ' ^ 
Cowgirl, Bullseye the horse and 
Stinky Pete the Prospector, who*s 
still in his original box. They’re 
thrilled to see Woody because it 
rrtearis they won’t get put back , 
into storage, (it’s cold and dark in 
those packing crates) but instead 
will be sent to a museum in Japan 
where they’ll be happily looked at 
by children forever. 

Buzz and the other toys are 
on their way to rescue Woody 
who, by now, wants to stay where 
he is. However, after having 
persuaded him to go back to 
Andy, Woody, Jessie and Bullseye 
are taken to the airport by Al and 
put on a plane bound for Japan. 
Bullseye escapes and with Buzz 
riding him, they heroically rescue 
Woody and Jessie just as the 
plane takes off. 


Here are just a few of the main 
characters of the film who'll also star 
in the game... 


Buzz Lightyear: k 

The hero of the ^ 

game is the ^ 

intrepid Space 
Ranger who everyone 
loves. Using Buzz's X 

special resources and IB iB^ 

engaging his cool JSP 

accessories, he's fit to 
fool all. He's like a modern day 
superman and can run, jump, glide, 
footstomp, pole climb, grab, fire and 
spin attack. When in dire straights he 
can change view to a first 
%. J person perspective and 

lock onto targets. Looking 
XBW left and right is pure genius. 


Woody: 

With a swagger straight out of 
the Gary Cooper school, he's 
the rootinest, tootinest 
and shootinest cowboy 
in the West. 


Setting the scene 

In Toy Story 2 the game, the fun 
' and adventure also continues 
f‘ , when Andy goes off to summer 
camp and the toys are left to their 
own devices. Things shift into 
high gear when Al McWhiggin 
kidnaps Woody, Icnowing him to 
be a valuable collectors item. It’s 
now up to Buzz Lightyear and the 
gang from Andy’s room — Mr 
Potato Head, Slinky Dog, Rex, 
Hamm and the rest - to spring 
into action and save their pal 
from winding up as a Japanese 
museum piece. There’s plenty of 
excitement and fun, as the toys 
get into one predicament after 
another in their daring race to get 
home before Andy does. 

What's the Toy Story? 

As you enter the world of Toy 
Story 2 you take the role of the 
famous Buzz Lightyear. Buzz 
meets with many of the famous 
characters and gets to explore 
massive environments from the 
movie, across 15 huge levels. 
There are five hig bosses to 
combat, including Zurg the evil 
Prospector and his henchmen. 
Toy Story 2 is a tasty mixture of 


Facf File 

The idea for Toy Story 2 began in 1996 
and was originally scheduled straight 
for home video, although it quickly 
became apparent that the film was 
bigger than that, hence the theatrical 
release. The making of Toy Story 2 
involved more than 650 people and 
just four seconds of film took an 
entire week to produce. Indeed, a 
single frame of film (and there are 24 
per second) took as long as 20 hours 
to render. The film uses 10,000 
images for skin characteristics and 
over 17 gigabytes of data. 
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Top Box Office 
Smashes 

1. The Lion King 

2. Toy Story 2 . 

3. Aladdin ... 

4. Toy Story .. 

5. Tarzan .... 


n 


Disney 1994 
. Pixar 1999 
Disney 1993 
. Pixar 1995 
Disney 1999 




The voices of... 


You’ll recognise the voices of both 
Buzz and Woody straight away. Tom 
Hanks (as Woody) and Tim Allen (as 
Buzz) have taken on the job again, 
and we can’t think who else could do 



a better job. Some of the other 
character voices are played by Don 
Rickies (Mr Potato Head), Annie Potts 
(Bo Peep) and Joan Cusack (Jessie). 

Popstar veteran Randy 
Newman wrote the soundtrack and 
performed ail the music with 
Sarah McLachlan, (Riders in the 
Sky), Robert Goulet and saxophonist 
Tom Scott. 


II Bus is on the case trying to find his good friend Woody. Have you got what it takes to save the day? 


puzzle solving, racing and collecting 
objects with a few customary fights 
with mini bosses. 

You’re given special powers to 
complete your missions by 
unlocking toy accessories. On 
your adventure you’ll find rocket 
jet boots, a grappling hook, an 
arm laser and moon spring 
boots.You can also enlist the 
assistance of your favourite toy 
character by getting long-lasting 
power-ups, so you can let Hamm, 
Slinky and Rex help you out with 
saving Woody. 

As Buzz is from the elite forces 
of Star Command, he can use his 
lasers and whirling torso spins to 
save the day, as well as utilising 
jumping, swinging, bouncing and 
somersaulting through the air. 


Not only that, but he can also 
combine his moves in rapid 
succession — just like he does in 
the movie. The Dreamcast 
controller makes easy work of 
these moves, with every button 
assigned to an action or even view. 
Yep, you can see the action from 
any perspective you choose. 

Toy Story 2 the film is out at 
the cinemas now (as if you didn’t 
know) and the game wdll be on 
the shop shelves in the next 
couple of months — can’t wait! 


Writtan By Derek Dela Fuente derekjfelafuenteQquaynet. 
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quickly dives 

onto the ground, 

catches her 

weapon and fires a 

single shot at the 

barrels, khe soldiers are 

sent flying forwards, but 

yet again — just as you 

breathe a sigh of relief for her - 

Cdaire looks up to find a gun harre 

staring her in the face. 


H reckon a good place to start 
H would he the cinematic 
H introduction sequence and its 
H general greatness. Claire has 
H continued her mission to find 
her brother Chris and has ended up 
at the Paris Lab Facility. 1 be action 
gets going instantly, with Claire 
being chased by soldiers through 




the lab’s dimly lit corridors. She 
does a good job of oirt-running 
them - that is until a helicopter 
takes up pursuit and fires at 
her through the window. 
Claire manages to escape to 

seemingly 
empty room, 
but it’s not 
ijLiite that 
easy, as she 


I’hc screen fades to black and she 
wakes up in a cell. I'his is where you 
take control. I uckily the guard on 
duty decides to let you out, after he’s 
decided there’s little point in locking 
you up — after all, you’re likely to die 
anyway, with all the zombies 
mooching around the place. 

Classic Conuentions 

So the game begins and what a feast 
for the eyes it is, right from the 



comes face to start. But it’s not all new; after all. 


r 


face with oh, about 
twenty soldiers, all 
pointing their guns at 
her pretty little head. 
Still gripped, you’re 
thinkin’, ‘What the 
‘eck’s Cdaire going to 
do to get out of this 
one then?’. I here’s a 
stack of barrels with 
flammable liquid piled 
up behind the guards 
and as she drops her 


C’apcom had to leave some of the 
classic conventions where they were, 
what with the whole door-opening- 
cut-aways thing, the heart beating 
sound effects and the same old 
control system. 

I played through all of disc one 
and quite a lot of disc two and even 
as 1 write this, the pull to finish the 
game is too tempting. Now' it takes a 
certain kind of game to keep yf)u 
hooked for hours at a time and so 
far on the Dreamcast, 1 reckon we’ve 


Shenmue being the most enticing of 
them all, of course. 

I was a little worried that the 
momentum wouldn’t keej) going 
after the gripping intro but it was 
wrong ol me to doubt it, as within 
the first Iw'o minutes I was pulling 
out my guns and giving zombies 
some real grief. 

The Still Of The night 

The atmospherics are constantly 
haunting; no action takes place 



gun to the floor, she 


only had three or four of them 


during the day (surprisingly enough) 
and everywhere C’laire explores 
seems to be shrouded in a dense log. 

The sound elfects also set the 
mood; on occasions you’ll find that 
there’s some creepy music in the 










It’s a Resident Evil 
first: Steve falls hook, 
line and sinker for 
Claire and there are 
several scenes where 
he looks at her lovingly 
and you can see 
exactly what’s going 
through his mind. In 
this scene, Claire 
accidentally lands on 
top of him and he gets 
a bit carried away. 
When she gets off him 
and offers her hand to 
help him get up off the 
ground, he does the 
typical male thing and 
stubbornly struggles to 
get up by himself. 
Cheesy, yes - but 
easily forgiven. 
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There are puzzles-a-pienty in Code Veronica (as you would expect) and this is just one 
example. To move onto the next area you have to find an eagle emblem that slots Into 
the lock of a large wooden door in the main courtyard. It’s easy to find but the area 
that you discover it in can’t be left while you’re carrying any metal objects with you. 
That’s where the 3D scanner comes in, only you can’t scan it until you have some 


material for the machine to carve it into. So, as with many of the puzzles, you have to 
make sure you’ve recently put the fire out in the graveyard to retrieve the suitcase 
with the appropriate material inside. And if you haven’t got it already then you’ll have 
to go and get it. The rest is self-explanatory; place the material on the carving 
machine, place the original emblem in the scanner and away it goes - puzzle solved! 




background but then purposefully, five 
minutes later, everything goes 
completely silent and the only sounds 
you can hear are Claire’s footsteps, 
the hideous squelch of llesh 
underfoot and the scurry^ of rats 
nibbling at the dead, d'ension-building 
is carried off beautifully through Code 
Veronica, whether it be through the 
music (or lack of it), the loud, 
pounding heartbeat as Claire opens a 
door, or the cinematic cut scenes that 
reveal new developments in sub-plots, 
or maybe a shocking film of a zombie 
eating another of its own kind. All 
sorts of little touches all the way 
through Code Veronica fix you to the 
edge of your seat, then unpredictably 
something w ill happen that makes you 
jump out of it — it happened to me. 


Out of Control 


TtttJ 
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II The rtnal scene at the end of ihsc two ~ OtenaUy a 
cim-hanger... 


if you’re not an avid Resident Evil fan 
and this is your first experience ol 
the series, then no doubt you’ll 
have a few teething 
problems with the 
controls. Capcom 
have (for some 
reason) stuck with 
the same ones 


that were used in the previous titles of 
the series. X is used to pick up an item 
and also to shoot, at the same time as 
pressing the right trigger button. When 
y'ou v\’ant to run you have to hold down 
the A button, and to pull up your 
inventory' you press B. Y is just for the 
map screen. You’ve got the choice 
of using either the tmalogue or 
digital pad. I went for 
analogue at first, thinking • 

that it would make for 


some easy steering 
around the more 


obvious kinds of obstacles but not so - 
1 just bashed into everything, and 
instead of running around the zombies, 
1 gave them a fresh killing every' time 
by just w alking into them. The D-pad 
isn’t a lot easier, to be honest, but it’s 
quicker to get used to. The controls in 
general just seem a little back to front 
and by the time you’ve come 
near the end of the first 
adventure and 
convinced yourself 
you’v'e got the 
hang of them. 
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Claire prepares 1 


I to face the final boss, who's a stowaway on you* flight out of trouble. 













li Bats are one of the tHcktsst enennes to kiS... 


you find that a self-destruct sequence 
has been engaged in the [lalaee and 
you ha\e a total of five minutes to get 
to the airport and get off the island. 
Sounds eas\; hut when Nou re in a 
panic anil you ha\ e to fend of! zombies 
(and the final boss) t>n your way, play 
becomes all fingers and thumbs. All 1 
can say is, thank goodness I decided to 
save not long before all that happened. 

Buy One, Get One Free 

I he cinematic cut scenes arri\e in 
abundance towards the end of disc 
one and there are some pretty 
shocking plot developments. Claire 
finalU escapes with her new found 
friend Stew, who she accidentally 
runs into throughout her adventure. 

I .ots of cheesy scenes w ill no doubt 
make you cringe, as Stew starts to 
look longingly into her eyes - he even 
makes an attempt to steal a kiss at the 
beginning of disc twi). i’he first love 
interest in the lU^sident E\il series, it 
merely adds to this game s filmic style. 


1 heir plane crashes owr the 
Arctic in the final cut scene and 
they both end up in another 
Umbrella Corporation facility, and 
the second disc begins. 

n Happy Ending 

So what more could we possibly 
wantr It’s a drastic improvement 
from the PSX games - and we were 
already impressed with them, both 
graphically and in playability terms 
- although the controls could 
certainly do with a little adjustment. 
1 wouldn't be surprised if a movie 
was actually released at some point, 
but let’s face it, there’s nothing like 
interacting with the action Nourself, 
now is there? 

If you enjoy being grip|)ed to your 
seal as much as you like jumping 
out of it, then you’ll be hooked on 
this. It’s a relief that there’s an 
extension to the adwnture on the 
next disc, as you simply ne\'er want 
the action to end — a classic. 





















Police and Trading Standards are cracking down 
on computer games piracy. 

Offenders will receive a criminal record plus a 
fine or up to 10 years in prison. 

DON’T RISK IT. 

For information on software piracy, call "in 

confidence" 


A SMALL sample of recent convictions: 

Anthony Shaw Cardiff 6 months prison 

John Edgar Wakefield E400 fine & £120 costs 

Brian Kane Liverpool 4 x 50 hrs Community Service 

Colin Jackson Sunderland £200 fine & £200 costs 

Norman Mockford Surrey 8 Months Prison & 

180 hrs Community Service 
Anthony Scaccia Cardiff £2000 fine & 

£1585 costs 

Mark Hopkins Newport £100 fine & £100 costs 

Rowan Pastile Buckingham 5 x £400 fine & 

6 X 150 hrs Community Service 
PCs Direct Northampton 3 x £2500 fine 

Mark Williams Aberaeron £400 fine & £5000 costs 

ALL RELEVANT EQUIPMENT OWNED BY OFFENDERS WAS SEIZED 
AND FORFEITED FOLLOWING CONVICTION 
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review contents 


ECW Hardcore Revolution. 

Acclaim’s first foray into the Dreamcast 
wrestling realm was something of a 
disaster, can their second attempt make up 
for their mistake? 


Jo Jo’s Bizarre Adventure. 

If nothing else, Jo Jo s can certainly he 
described as bizarre. Find out exactly 
why on Page 78. 


Street Fighter III. 

Capcom s never-ending run of 2D beat-’em-ups 
continues on the Dreamcast. Is it time 
to stop flogging the dying donkey? 


Wetrix. 

Weird but wicked puzzle fun, using water, 
falling blocks and a whole bunch of 
rubber duckies... 






















THERE ARE REGULAR CHECKPOINTS DURING THE 
GAME, SO YOU DON’T REALLY NEED TO SAVE YOUR 
PROGRESS UNTIL YOU’RE READY TO CALL IT A DAY. 



Slave Zero 

CONTROL A 60 FOOT BIOMECHANICAL WAR 
MACHINE AROUND A VAST METROPOLIS 
FULL OF ENEMY ROBOTS. THIS IS ONE 
HELL OF A SHOOT-’EM-UP BY INFOGRAMES 
THAT SCORED A WELL DESERVED EIGHT 
OUT OF TEN IN ISSUE 5. 


THE INTRO SEQUENCE IS A LITTLE WEIRD TO BEGIN WITH (YOU’LL SEE WHA 
FAR AS THE GAME’S CONCERNED, IT DOES START OFF A TRIFLE DIFFICULT 


Periidierals 


MIERNATIVELV 


Kurt Hectic’s back, along with his etnissarie 
Max and Dr Fluke Hawkins, in his biggest ' 
adventure yet for the Dreamcast... 
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MDK 2 MAKES GOOD USE OF THE 

DREAMCAST’S PAD. USE THE A, B, X AND Y 
BUnONS TO MOVE YOUR CHARACTER AND 

THE ANALOGUE STICK TO SHIFT THE CAMERA 
ANGLES - IT’S AN EASY METHOD AND ONE 
THAT’S SIMPLE TO SET THE HANG OF. 
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I first played MDK on a demo disc 

that came free with a PC magazine. It 
was only the first couple of levels, but I 
remember getting a good few hours 
entertainment out of it. So, when I heard 
the sequel was on its way to the Dreamcast, I 
knew we were in for a treat. 

This sequel has loads of differences from the 
first game, which could no doubt have something 
to do with the fact that it s now being developed 
by Bio Ware rather than Shiny. Bio Ware seem to 
have taken all the greatest elements from MDK 
and expanded on each. So now Kurt Hectic is 
exploring even bigger environments, flying with 
his Ribbon Chute in all directions in his lovely 
new black and yellow leather suit (I’m sure he 
was a lot thinner in his previous game). 

The storyline sort of carries on from the end 
of the first MDK. Kurt, Max and the Doctor 
retire to the seclusion of the Doctor’s space 
craft, the Jim Dandy. After they finished their 
celebrations the joyous mood soon changed, 
when a second wave of evil Steamriding Aliens 
set a course to earth. This time, though, the 
Imperial Emperor, Zizzy Balooba and his right- 
hand man Schwang Schwing are personally 


having a spot of bother with 
what at first seems like a routine 
mission, Kurt requests that both 
Max and Dr Hawldns join in to lend 
a hand defeating the aliens. 

After a stunning and comical 
introduction sequence you begin 
your training, guided by the good Dr 
Hawkins himself. You’re re¬ 
familiarised with how to use your 
sniper mode and your Ribbon 
Chute, then you’re on your own. 


Comic Classics 

Thankfully, all the original game’s classic 
features haven’t been lost, Kurt still makes that 
satisfying tapping noise as he runs, the sound 
effects of his weapons remain the same and 
the sniper mode (although looking graphically 
a little different) still serves its purpose well. 
But the most noticeable difference lies in the 
graphics. There’s some stunning light sourcing 
on most of the levels and every now and again 
I almost shot my own shadow, thinking it was 
an enemy. And it’s not just the visuals that are 


B«for« fcu b*gfn yokr atuult, Ktrt, tv« got to 

jfcur nmnery on hov to um th» coil fUt 



BIOWARE SEEM TO HAVE TAKEN ALL THE GREATEST 
ELEMENTS FROM MDK ANO EXPANDED ON EACH 


II Your first mission is to successfuliy compiete 
your training exercises... 


II Ciassic MDK - use your sniper to aim at the aiien's moving target to smash the giass... 

























comic book characters 
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While pining for some type of companionship, 
Dr Hawkins came up with the idea of building 
a robotic, six legged pooch. Originally, Max 
was something of a shy and demure fellow but 
when he saw the threat that the Steamriding 
Aliens presented, he took it upon himself to 
download a new action hero personality. 

Max’s powers include the ability to 
simultaneously hold up to four weapons and 
smoke a cigar (Cuban, of course). 


Dr Fluke Hawkins 

Dr Hawkins was quite a famous scientist 
and inventor back in the atomic age of 
earth but his usefulness faded as atomic 
energy lost much of its lustre. He decided 
to retreat to the solitary existence of space 
and vowed not to return until he came up 
with ‘something really big’. The discovery 
of the energy streams criss-crossing 
through space and allowing for travel and 
matter transference seemed to be his 
blessing in disguise. Only there was the 
slight problem of an alien race using the 
streams to invade Earth that seemed to put 
a downer on his discovery... 


Kurt Hectic 

Kurt was the hero in the original Murder 
Death Kill. He ‘just happened’ to be aboard Dr 
Hawkin’s ship when the aliens started to 
invade Earth, so he ended up wearing the 
famous Coil Suit again and battling Earth’s 
enemies in the original game. Kurt’s powers 
include a dual-purpose chaingun/sniper rifle 
and the famous Ribbon Chute. 


Aliens Resurrected 

Of course some are more difficult to lull than 
others, whether it involves aiming in sniper mode 
at a robots green helmet or just aiming at the 
mo\dng targets some are wa\dng at you (flashbacks 
again from the original). They also still appear 
from out of those strange egg-shaped contraptions, 
so make sure, when it seems like they just keep 
reappearing after youVe shot them, that you try 
and find their source and destroy it. 

Most of the weapons are the same as those 
in the original; youVe got your classic super 
chaingLin, sniper mortars, grenades, fire 
chainguns - the list seems endless, but let’s not 
forget the great dummy decoy, which was the 
only time we really saw Max in the original. 

Under Control 

Not so this time though, as in MDK 2 you not 
only get the opportunity to control Max, but also 
Doctor Hawldns. Just one of the cool touches to 


II Shoot the spinning globes to unlock entrances and activate vents... 


THANKFULLY, ALL THE 
ORIGINAL GAME’S 
CLASSIC FEATURES 
HAVEN’T BEEN LOST 


worth a mention: I’ve already complimented 
the effect of Kurt running, but the other sound 
effects are spot-on as well. 1 don’t know if you 
remember, but in the first game the aliens 
shouted all kinds of obscenities at you and 
even laughed at times and not a lot’s changed 
— only now when you’re shooting them they 
shout ‘ouch’, until they finally explode into 
little pieces and green goo. 

The enemies have altered quite dramatically 
actually. In fact, if anything, they’re a little 
more funny looking, but then we are talking 
about comic adventure here, are we not? 
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It’s bigger and better than before, with 
Cj nine massive levels, over 20 new 
enemies and a whole host of new 
fcJ touches. If you didn't play the first MDK 
fiC then make this title a must-have for your 
collection and you won't be disappointed 
for your forty notes, it's stunning! 


100% UNOFFICIAL 100% UNBIASED 100% DREAMCAST 


left hand and then 
another in your right 

and then comhining them to see what Idnd of 
weird and wonderful contraption you can make - 
well, it’s certainly original. 

Max has different weapons to use too, 
although not as many as Kurt. He mostly uses 
an Uzi, which is sufficient to see off the odd 
alien, but since I found his levels featured more 
shooting down doors than anything else, it 
became a little laborious. Some parts of his 
adventures got a little tricky too (not that I’m 
complaining). There’s a lot of jumping from 
platform to platform to reach higher levels and 
on one occasion you have to use a Jet pack to 
fly to the next section. All good stuff, as long as 
you remember you only have a limited amount 
of fuel to keep you going. 

So is it better than the first MDK? I would say 
so, it would’ve been easy to just make a clone of 
the first game and add a few extra touches here 
and there, but Bio Ware have gone o\'erboard on 
new levels of gameplay, graphical touches and 
extra attention to detail, to make it probably one 
of the most playable games on the Dreamcast. 
Right, I’m off to play it some more... dUl I 
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MDK 2 is the way BioWare 
have given each of the three 
characters very distinct personalities. 

Kurt himself is quite a cool character, who 
obHously takes his work seriously, and the doctor 
is exactly like a scientist you would find straight 
out of a comic book — fumbling around and 
always ha\dng something to say for himself. Max 
the dog smokes a cigar during his adventure — 
quite calm and collected. 

You swap from character to character 
throughout the game, controlling Kurt first. He’s 
the most sldlled of the three and he also has the 
biggest number of weapons at his disposal — killing 
the enemies doesn’t pose too much of a problem. 

The good doctor’s lev^els, however, are a little 
more involved, in fact you have to go through 
additional training to get to grips with his fighting 
methods. He has a pair of rubber gloves and 
instead of picking up weapons, he collects any 
land of object that happens to lying around — such 
as cloths and alcohol — and you must learn to 
combine them to make weapons. It seems a tad 
complicated at first, selecting one item with your 


II Meet one of the new alien enemies - a lot bigger and uglier than 
the old ones. 


IT WOULD’VE BEEN EASY TO JUST 
MAKE A CLONE OF THE FIRST 
GAME AND ADD A FEW EXTRA 
TOUCHES HERE AND THERE, BUT 
BIOWARE HAVE GONE OVERBOARD 
ON NEW LEVELS OF GAMEPUY 
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Peripherals 
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THE ARCADE STICK COMES HEARTILY 
RECOMMENDED. THOUGH SEGA’S JOYPAD 
DOES A REASONABLE JOB, IT’S SOMETIMES 
HARO TO PULL OFF SPECIALS WHERE THE 
TRIGGER BUTTONS ARE CONCERNED AND IT 
SIMPLY LEADS TO ACHY FINGERS AND 
SWEATY PALMS (OR MAYBE THAT’S JUST ME). 


ALTERNATIVELY. 


Plasma Sword 

CAPCOM’S SEQUEL TO THE MODERATELY 
SUCCESSFUL PLAYSTATION BEAT-’EM-UP, STAR 
GLADIATOR, HAS UNFORTUNATELY BEEN DELAYED 
UNTIL JUNE 2000. BEING A 30 POLYGON 
FIGHTER, PLASMA SWORD IS GUARANTEED TO 
MAKE MUCH BETTER USE OF THE DREAMCAST’S 
EXCELLENT 30 ABILITIES. 




II "Go on, tell me... Does my bum look big in this?" 



IT’S A SHAME THIRD STRIKE ISN’T IN SIGHT, BUT IT’S CLEAR YOU’RE GETTING A GOOD PACKAGE 
ANYWAY, SO WHO’S COMPLAINING? THE GRAPHICS ARE FAT AND WELL ANIMATED AND THE ACTION 
IS PURE SF ALL THE WAY. THINGS ARE LOOKING GOOD SO FAR... 




STREET FIGHTER III 
DOURLE IMPACT 


Could this really be it? It looks like a true Street Fighter 
sequel has finally arrived... 


T he arrival of Street Fighter II on the 
Super Nintendo in the early 90s was 
the beginning of Capcom s stranglehold 
over the 2D fighting genre. Its near 
perfect arcade translation was met 
with dropped jaws and open wallets around the 
world and sparked the biggest run of spin-offs 
and ‘sequels’ (they were never exactly sequels — 
upgrades maybe!) of any genre on any format 
— ever. Nearly a decade down the line and a 
thousand face-lifts later, 
millions of gamers are 
still enjoying the same 
winning formula that 
created Capcom’s 
legacy. Street 
Fighter Alpha 3 
was the first to 
arrive on the 


ITS JUST WHAT YOU’D 
EXPECT FROM CAPCOM, 

BUT IS THAT A GOOD THING? 


Dreamcast, but it wasn’t received too well, 
thanks to its lazy likeness to the PlayStation 
version and its lack of innovation (too many 
Alphas spoil the broth, apparently). 

So what makes Street Fighter III so 
different? It could be argued that it uses 
practically the same programming techniques 
as the early nineties vintage, but Capcom are 
selling it as the ‘true’ sequel to Street Fighter 
II and it seems it’s arrived not a moment too 
soon. Graphically the Street Fighter 
mould is still to be broken, but the 
quality of animation and artistry has 
come a long way since the series 








































































STREET FUSHTBt IH DOUBlf IMPMR 


PidiOstiep Virgin Interactive Developer Capcom OrWn 


Av^able June 2000 Players 1-2 Price 


Beat-em-up 


Soul Caiibur it isn’t, but it’s easiiy the 
CJI smoothest, sturdiest and most 

playable 2D fighting game you’il play 
faij until Capcom do it again with Street 
DC Fighter III: Third Strike. It’s just what 
UJ you’d expect from Capcom, but is that 
a good thing? 
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Parry Counters 

Alpha Counters are finally out the window (I 
never really liked them much anyway). 
Replacing them is the Parry. It’s simple to 
execute, while still being as devilishly 
effective as the Alpha Counter. All you have 
to do to successfully execute a good Parry is 
to anticipate an attack and tap towards your 
opponent as they strike you. You’li fiash 
blue for a split second and deflect their 
attack, offering the perfect opportunity to 
counter with any attack of your own. Simple, 
effective and thickens the pint enough to 
make any battie a tactical affair. 


II Benor puts Ryo out of his misery with a stunning Super Art Finish... 


dbsniL 
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Started. It s just a shame that technical 
advances have moved much faster — next to 
Soul Caiibur, SF III looks terribly dated. 

If 2D fighting is your bag however, there s no 
doubt that Capcom s latest scrapper is the cream 
of the crop, offering the best in graphics, 
character design and gameplay mechanics to date. 
The only original characters left are Ryu and Ken 
(and a secret appearance by Gould — surprise, 
surprise!). The new fighters in the mix have the 
same excellent high standard of character design 
and beautifully diverse fighting styles as the 
immortal SF II, though it s easy for a casual 
gamer to pass many of them off as clones of the 
original fighters, when that blatantly isn’t the case. 


Super Art 

Gone are the days of countless and confusing 
super-special-alpha-counter-plus special 
attacks. Street Fighter III has wisely opted to 
scale down the sometimes ridiculous choice of 
SLiper moves and replace them with a strategic 
choice of one ‘Super Art’ move, chosen from a 
selection of three just before your fight begins. 
Though many of them are similar to the 
Supers in the Alpha series, it offers the 
opportunity to play strategically against your 
opponent (you can see their move selection on 
the versus screen just before your battle). 
Loading times between fights (and individual 
bouts) are at an all-time low, easily comparable 
to cartridge loading times - SF III almost 
instantaneously throws you into the action 
without so much as a sniff of delay. 

The only tridy weak point of Street Fighter 
III is the lack of a serious long term challenge. 


Even though there are in essence two games 
on one CD-ROM, they’re too similar to offer 
much more in longevity, and most players will 
probably settle for their favourite version and 
leave the other well alone after a few days. 
Though there are two secret characters to 
open, you won’t find the sheer scope of modes 
found at your disposal in Street Fighter Alpha 
3. World Tour Mode is sorely missed here, 
leaving nothing much more than Arcade and 
Versus modes. Great for Street Fighter 
fanatics, but there’s just not enough for more 
casual players. lillJ I 




WORLD TOUR MODE IS SORELY MISSED 
HERE, LEAVING NOTHING MUCH MORE 
THAN ARCADE AND VERSUS MODE 
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Uitimate Fighting 
Championship 

IT’S A LONG WAY OFF, BUT IT’S 
OEFINITELY ON ITS WAY. THIS ONE’S 
GONNA GIVE SOME STIFF COMPETITION 
TO THE LIKES OF READY 2 RUMBLE BUT 
THEN AGAIN, IF YOU TAKE A TRIP TO 
THE RUMOUR MILL PEOPLE ARE 
WHISPERING ABOUT THE POSSIBILITY OF 
READY 2 RUMBLE 2 BEING RELEASED 
SOMETIME IN THE NEAR FUTURE - LET 
THE BATTLES COMMENCE! 


IT BEARS A CLOSE RESEMBLANCE TO ACCLAIM’S OTHER WRASSLIN’ EFFORT, WWF AniTUDE, BUT THE 
GRAPHICS ARE CLEANER, THE ANIMATIONS SMOOTHER, THE IN-RING ACTION MORE POLISHED. EXPECT 
TO CONTINUALLY PAUSE AND CHECK YOUR MOVES LIST FOR THE FIRST FEW PLAYS, THOUGH. 


GRAB THE JOYPAO - IT’S ALL YOU NEED. 
PERHAPS THEY SHOULD’VE INCLUDED IT AS 
AN IN-GAME WEAPON... 
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Do Some Damage! 

Thanks to the superior processing skills of 
the Dreamcast, wrestlers’ injuries are shown 
during the fight. This is just as well - ECW 
thrives on violence, and cuts and grazes are 
all-too-common in the real sport. They’re a 
little light (no buckets of blood plastering a 
shattered face), but an interesting first. 


ECW HARDCORE REVOUfTION 




Developer Acclaim 
Players 1-4 


Sports Sim 
0171 344 5000 


mJSamtasil 


II ECW's so f'n wild even the babes tight bard... 
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in rings roped with barbed wire. It wasn’t pretty 

- blood flowed freely, and injuries were common 

- but ECW gave the fans something that was 
sorely lacking in the big two: hardcore wrestling. 
Its success was such that the WWF stole its 
clothes, hiring hardcore headsplitters for its own 
roster and moving away from enormous, over¬ 
muscled bodybuilders with few wrestling moves, 
like Sid Justice and the Ultimate Warrior. - 
Acclaim s ECW Hardcore Revolution doesn’t 
break new ground like its inspiration, but it puts 
in a reasonably good bout. 

Let’s face it — Acclaim’s last wrasslin’ effort, 
WWF Attitude, just wasn’t a Dreamcast game. 
Rushed out on Sega’s sensational console before 
they lost the WWF licence. Attitude was basically 
a PlayStation port with a few extra crowd 
animations. ECW Hardcore Revolution, based on 
the same engine, is the game Attitude should’ve 
been. This doesn’t mean it’s a classic; just better, 
less rushed and more Dreamcast-friendly than its 
predecessor. The presentation’s the same, with 
crystal-clear menus but weak entrances. ECW 
doesn’t lend itself to FMV and razzmatazz as well 
as WWF, but a little more could’ve been done to 
beef up the excitement factor. The wrestlers 
themselves look good, though - they’re much 
smoother, more detailed and better animated 
than the Attitude posse. Chances are there’s 
better to come from the Dreamcast, but at least 
these are programmed for the host machine and 
not just ported from a less powerful one. 


ECW HARDCORE REVOLUTION DOESN’T BREAK 
NEW GROUND LIKE ITS INSPIRATION, BUT 


IT PUTS IN A REASONABLY GOOD BOUT 


ell, it ain’t as 
big as the 
WWF or even 
WCW, but 
Extreme 

Championship Wrestling (ECW) 
has one advantage over them both 
— it’s very, very violent. While the 
big two worked on cartoon-style 
characters and gimmicky 
storylines, with family 
entertainment the order of the 
day, ECW’s bone-benders slugged 
it out with baseball bats and 
chairs, slammed each other into 
beds of drawing pins and fought 






























banned ads 



II Twister was less fun after someone nicked the mat... 


F’N Censored... 

Several of Acclaim’s magazine ads have 
fallen foul of the censor’s scythe. Several 
American magazines considered these 
‘inappropriate’ for their readers. Amazing, 
isn’t it? American kids can get hold of drugs 
and guns as easily as tea and coffee, but 
in-ring action and a pretend swear word are 
deemed subversive and corrupting... 


I LOOK OUT ran rob van damme, tommy 

DREAMER, SABU, RAVEN, ANGEL, MIKE 
AWESOME, JUSnN CREDIBLE AND MORE 



Meet the Mat Maulers... 

There’s a decent roster of wrestlers on offer 
too. Look out for Rob Van Damme, Tommy 
Dreamer, Sabu, Raven, Angel, Mike 
Awesome, Justin Credible and more. 
Connoisseurs might recognise a few ex- 
WWF and WCW bone-benders, and 
several who have since left the promotion 
altogether, but then this is true for most 
wrestling games. This ones as up-to-date as 
any. There are a few decorative babes with 
boob jobs too, who also stray into the squared 
circle, but again, that’s par for the course these 


days. As you would expect, there’s plenty of 
options, involving single matches, tag teams, 
career modes, eliminators, handicap matches 
of various sorts and even the chance to create 
your own pay-per-view. Modifiers include cage 
matches, barbed wire matches, deathmatches, 
last man standing — if you see it on the box, 
you can do it here. 

It just wouldn’t be ECW without the 
weapons — look out for kendo sticks, cheese 
graters, baseball bats, shovels, ladders and 
more. No wonder the wrestlers show signs of 
injury, such as cuts and bruises. 

Clever Controls? 

The controls are exactly the same as WWF 
Attitude: very Tekken-like, very special moves- 
orientated. There’s a superb variety of assaults 
(over 400 moves are possible, with the 
wrestlers’ signature moves present), and you 
can access a list of those currently available 
(they’re context-sensitive) by pausing the game. 
Expect to do this often for your first few plays 
as you get used to the arsenal of attacks at 
your disposal. Expect to limit yourself to a 
handful of strikes until you feel more 
comfortable with the game too. 

The button combo system (again, a 
traditional beat-’em-up style Back-Back-X for 
the Supa-Dupa-Throw, etc), makes it difficult 























It’s good, but not great. Although it’s 
streets ahead of the rushed-out PlayStation 
port WWF Attitude, it's still pretty obvious 
the game engine was written for a less 
powerful machine and tweaked. You won’t 
be disappointed if you buy it, but it won’t 
be long before a Dreamcast grappler blows 
it clean out of the ring. 
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eew HABDCOBE BEWOUniQN 


Frankenwrestier... 

ECW Hardcore Revolution offers a cool 
Create-a-Wrestler option, where you can 
make a monster every bit as fearsome as 
the fiends that grace ECW. Pick your own 
sex, body type, skin colour and all sorts of 
interesting clothes and accessories. The 
wrestler creation tools work really well. 
They’re easy to follow and the bone- 
benders they produce actually look 
believable when in the ring. As believable 
as wrestling gets, anyway... 


CHAINING MOVES 
TOGETHER IS TRICKY, 
BUT LOOKS OUnE 
IMPRESSIVE ON 
THE SCREEN 

to succeed by just hammering the buttons and 
hoping for the best, which can only be a good 
thing. Chaining moves together is tricky, but 
looks reasonably impressive on the screen. The 
Dreamcast’s capable of more, though. It's 
certainly capable of processing this amount of 
information without suffering the horrendous 
clipping you occasionally see, with ropes and 
objects passing straight through the grapplers. 
The sldll level settings enable you to pick a few 
easy fights to learn your trade, though whatever 
the sldll level, the computer-controlled foes are 
awfully full of beans even when their energy 
bar is empty. 

The background muzak s hardcore enough, 
and fits the game well. It would be good to 
have the wrestlers' genuine entrance music, 
but as ECW licenses bands and songs for this 
(remember The Sandman's theme, Metallica's 
Enter Sandman?), it would be a quite a costly 
and time-consuming task to chase them all up. 
Commentary is supplied by the voice of ECW, 
Joey Styles, and he acquits himself well. 

ECW Hardcore Revolution is a tricky game 
to pin down (no pun intended). There's nothing 
much wrong with it — indeed, it offers a good 
game of wrestling — but the game engine's three 
years old (it was first used for WWE Warzone) 


II Not everyone could sleep on invisible beds without falling out... 

and was written for a less powerful machine. 
The wrestling organisation and individual bone- 
benders covered are less recognisable than in 
other grapple games, but those who care about 
this know who they are - I wouldn't dream of 
down-marking it for not being a WWF game. 
The reason it fails to shine is the host machine 
never gets out of second gear while running it. 

ECW Hardcore Revolution does a 
reasonable job of offering ECW's unique 
talents, but it hardly even attempts to stretch 
the Dreamcast's. Buy it if you're after a wrestler 
and absolutely can't wait until someone, 
probably THQ or Electronic Arts, designs a 
grappling engine specifically for the Dreamcast 
and uses it to take the genre further than 
ECW's competent but lazy approach. EHil I 
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street Fighter III 
Double Impact 

THE NEAREST THING TO JO JO’S BIZARRE 
AOVENTURE IS THE FORTHCOMING STREET 
FIGHTER III, THE LATEST IN CAPCOM’S 
CLASSIC SERIES, CHECK OUT THE REVIEW 
ON PAGE 72 TO SEE HOW IT FARES 
AGAINST THIS BABY. 


THE GAME INITIALLY SEEMS TO BE JUST ANOTHER STREET FIGHTER TYPE BEAT-’EM-UP, ALBEIT 
WITH AN 000 MANGA TWIST. THE WHOLE lOEA OF USING THE STANO TECHNIQUES TAKES A WHILE 
TO GET USED TO, BUT YOU’LL SOON BE UNLEASHING SOME AWESOME POWER. 


Take That 

Here is a good example of how your pent up 
anger comes bursting out in Jo Jo’s Bizarre 
Adventure. This poor guy is certainly going 
to feel more than a little rundown after this 
bout, as our heroine unleashes her 
vehicular madness. 


Whilst Jo Jo's Bizarre Adventure is 
certainly based on that classic series in 
terms of both looks and gameplay, it quickly 
veers off into new territory and becomes a 
genre-blurring adventure of epic proportions 
where the fights actually have a purpose, as 
you find yourself on an epic journey of 
discovery, during which a plethora of varied 
game styles are utilised. One minute you’ll 
find vourself in a simple one on one bout 


I t anyone is capable ot proc 
decent old style fighter on 
Dreamcast, or indeed any system for th^ 
matter, then it’s Capcom, who have a 
seemingly endless series of Street Fighte 
games under their belts and although these 
. games may be taken for granted by today’s 
sophisticated techno-kids, their 

influence on the genre as a whole 
cannot be underestimated. 


lucing a 


JO JO’S BIZARRE ADVENTURE FEATURES 
SOME OF THE MOST UNIQUE FIGHTERS 


I EVER SEEN IN A CONSOLE TITLE 


\ |Periphepa>s 
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Players 1-2 


DeveNner in-house Origin UK I Genn 


II Fighting as a dog - well the game is called Bizarre. 

against a human opponent and the next 
minute you’ll be playing poker in a swanky 
casino. No, really. 

Brought To Life 

Jo Jo’s Bizarre Adventure is based on a highly 
popular Japanese anime and it proudly wears its 
comic book roots on its sleeve right from the 
introduction sequence, where the characters 
appear as ink drawings on a comic page, before 
bursting into manic technicolour life as your 
game begins. This introduction is both impressive 
and useful for the w^estern player, who may not 
have encountered these characters before. 

Don’t exq^ect the usual cliched fighters here 
either, as Jo Jo’s Bizarre Adventure features 


I JO JO’S IS BASED ON A HIGHLY POPULAR 
JAPANESE ANIME AND IT PROUDLY WEARS 
ITS COMIC BOOK ROOTS ON ITS SLEEVE 


some of the most unique fighters ever seen in a 
console title. Of course, for the traditionalist 
there’s the usual muscular hero, but there’s also 
an older gruff cowboy type, a slinky seductive 
lady decked out in her best outfit and best of 
all, a snarling little mutt of a dog — surely the 
first videogame Chihuahua who can inflict 
serious damage on his human counterparts. 

The game can be played in two separate 
modes. If all you want is a simple no frills 
beat-’em-up then choose Challenge mode, 
where you will merely meet an increasingly 
difficult line up of enemies who must be 
defeated in three round bouts. Yet, to 
experience everything that Jo Jo’s Bizarre 
Adventure has to offer, you must journey 
through the Story mode, wTere you’ll 
constantly change character, as well as game 
style, as the saga unfolds. 

Making a Stand 

The beat-’em-up sections of the adventure at 
first seem like carbon copies of the Street 
Fighter games, but in order to succeed here 
there’s an all-new fighting style that must be 
mastered, namely the use of the Stand 
Manoeuwe. The Stand is basically a physical 
manifestation of your pent-up mental energ)^. 


which then unleashes itself on your 
unsuspecting prey. The energy literally floats out 
of your body and every character has a different 
devastating surprise ready w^hen the Stand is 
activated. Some of these Stands will not seem 
too spectacular - merely your usual beams of 
light and power bursts — yet others are insane, 
such as the girl who unleashes automobiles 
wTich crash into her opponent, Icnocldng the 
wind out of them in no uncertain terms. The 
aforementioned dog is also a good example, as 
he becomes a huge ravenous beast and no 
longer the small yappy creature of old. All of 
these Stands need to be perfected if you’re to 
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II if all else fails, simply run away... 
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progress into the adventure, for when you 
become another character, their moves will 
perform differently and will have varying degrees 
of effectiveness against different enemies. 

Progress past certain fighters and you’ll be 
rewarded with story scenes which reveal more 
of the story, which keeps you playing for 
longer as you’re constantly waiting to see 
what’s going to happen and what secrets 
are to be revealed. 


Expect The Unexpected 

Soon, as you get deeper into the adventure, 
you’ll not only be waiting for the next chapter 
but also wondering what sort of game will 
come next. Yes, after a few standard fighting 
levels, the game shifts track quite severely in a 
large number of ways. 

Anyone familiar with this genre will know 
that often victory will depend on some 
lightning fast reactions and these 
are put to the test in the racing 
car portion of Jo Jo’s Bizarre 
Adventure, as you get behind 
the wheel and take on your 
speeding opposition. This 
doesn’t take the form of a 
driving game though, it 
requires you to think fast as 
arrows flash on the screen 
and you must instantly 
repeat the direction to 
keep your car on the 
track. This isn’t as 
simple as it may appear 
as you only have a 


AS YOU GET DEEPER 
ItfTO THE ADVENTURE, 


NOT ONLY RE WAmNG FOR 
THE NEXT CHAPTER RUT 
ALSO WONDERING WHAT SORT 
OF GAME WILL COME NEXT 




































JOJO’SBOAiUtEABVBnURE 


JO JO’S IS A REFRESHING 
MIX OF GENRES WHICH 
KEEPS YOU AMUSED WITH 
ITS SLEW OF IDEAS 




A colourful frantic arcade thrill which 
could only have come from the Capcom 
camp. Certainly a title that devotees 
of the genre should lap up and it also 
has enough variety to draw in more 
casual fight fans. 


lilfeBSfcosrI 


necessary number of chips to continue. It’s 
strange that you suddenly require brainpower 
at this stage but then this is supposed to be a 
bizarre adventure... 

Overall Jo Jo’s Bizarre Adventure is a 
refreshing mix of genres which keeps you 
amused with its slew of different ideas and 
gameplay and I certainly wouldn’t bet 
against seeing some of these characters 
again in the near future. HE] I 


minuscule amount of time to perform the 
move before the next instruction appears. 
Get it wrong and the other car will take 
the lead; get it wrong consistently and 
it’s back to the start. 

Another genre appearing here is the 
classic scrolling shooting game, which takes 
its obvious cue from the R-Type series and 
is an interesting change of pace after all 
the kung fu action. You need extremely 
fast reactions here, as the enemies 
become more powerful, as well as 
disturbing, and this is certainly a 
section which you’re not going 
to master in a hurry. 

More surreal fun is to 


shooting section, where you fire into the 
screen at various nasties, the best of 
which is a rather miffed ape, intent on 
doing you some serious damage. These 
screens merely require crazy button 
bashing, but are fun nonetheless. 

Just when you think you’ve seen 
it all, you’re transported to a 
casino, where you must beat the 
house at poker and receive the 


be had with the 3D 





Writf-ngy Kendall Lacey 






























































YOUR VMU WILL SAVE THE HIGH SCORES BUT THAT’S 
ABOUT IT. IT DISPLAYS THE LOVELY WETRIX+ LOGO ON 
ITS SCREEN, IF THAT’S ANY CONSOLATION._ 






NOT A LOT TO REPORT HERE I’M AFRAID, 
WHAT ELSE COULD POSSIBLY BE USED IN 
THIS GAME DTHER THAN THE PAD? THE 
CONTROLS ARE SIMPLE AND THEY’RE NOT 
UNLIKE THOSE IN TETRIS 4D - THOSE 
SIMILARITIES WILL KEEP ROLLING OFF 
THE TONGUE. 


THIS IS OUT TO BUY ON IMPORT AT 
THE MOMENT AND IS ONE OF THE 
PUZZLERS EXPECTED TO BE AVAILABLE 
TO PLAY ONLINE WHEN SEGA MANAGE 
TO GET THINGS GOING. WE REVIEWED 
IT IN ISSUE 5 AND IT GOT AN 
ADMIRABLE SEVEN OUT OF TEN. 


IF YOU’VE NEVER PLAYED ANY OTHER VERSION OF WETRIX, THEN YOU’LL UNDOUBTEDLY BE AS 
CONFUSED AS I WAS AT THE START BUT REST ASSURED, IT DOESN’T TAKE YOU VERY LONG TO 
BECOME TOTALLY ADDICTED TO THIS GAME. 


WETnx+ 

Well, we suppose it can be classed as a kind of compensation 
for Tetris 4D not being released over here. A watery relative of 
the classic has officially arrived and it’s not that bad either... 

























































Fuzzy Ducks 

There are the odd one or two quirky 
elements in Wetrix+. On occasions you’ll 
find that a rubber duck has made a home 
for itself on one of your lakes and you’ll 
hear it quacking happily as you, panicking, 
try to keep up momentum. What they’re 
doing there and why is a mystery - probably 
doesn’t need to be a reason why, ay? 




Piflistiep Take 2 
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THIS TITLE’S SURE 
TO GIVE CHU CHU 
ROCKET A RUN FOR 
ITS MONEY 


II Ah, the two player mode is the best part of this game. 




T here are bound to be 
some of you who 
remember Wetrix 
appearing on the 
Nintendo, where it was one 
of the format's most popular puzzlers. 

Funny really, as up to now I thought nothing 
could come close to the wonder that is Tetris 
and IVe since realised that IVe been missing 
out on some quality gaming. Perhaps it's got 
something to do with Wetrix not being a 
massive commercial success, unlike Tetris, so 
consequently we've let it pass without thought. 

Let's rectify that, shall we. In case you don't 
know, the idea behind the game is to build a 
structure on a multicoloured platform using 
various shaped blocks, so that when it starts 
dripping with rain or you're given a blob of 
water, you don't spill any over the sides. If you 
spring a leak the water collects in a flask 


(shown at the side of the 
screen) which you don't want 
to fill completely, as if it 
overflows, it's game over! 

I can hear you saying ay' from here, 
but it really is quite simple. The blocks 
you're given need to be strategically positioned on 
the gri^platform so they can contain water, or 
enough water so none is spilt. Some of the pieces 
are L-shaped, others are complete squares with a 
hole in the middle, some are T-shaped and the 
most useful of them are just straight. 

Building Blocks 

However, it's not just all about making a sturdy 
construction and hoping for the best, you get 
thrown plenty of problems along the way but 
at the same time, the odd helping hand. Let 
me explain - you only have a few blocks to 
begin your construction with from the start, 
before it starts raining, and you're given varying 
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IT’S NOT JUST ABOUT MAKING A 
STURDY CONSTRUCTION AND HOPING 
FOR THE BEST, YOU’RE THROWN 
PLENTY OF PROBLEMS ALONG THE WAY 


II Another challenge means you start your game with holes... 


earthquake. Along the other side of the screen 
the word ‘earthquake’ slowly begins to light up, 
the higher your blocks go, and if all the letters 
become lit, the whole thing gets shot to pieces 
and again, it’s game over. There’s only one way 
to avoid the quake and that’s to use a bomb to 
clear some of the higher structures — that’ll at 
least get you out of trouble for a short time. 

There are a few different modes to try but 
of course, there’s only so many ways you can 
use the same principle. The first mode you 
should attempt is Practice - just in case you’ve 
never played Wetrix before. The blocks don’t 
drop and you can work on which tactics are 
best to keep the water from spilling, plus you 
can get used to what pieces and items do what. 
Next there’s Classic mode, which just starts 
you off easily, with blocks dropping slowly until 
you’re onto the next level. 


sizes of water to place, so you 
have to prepare for the eventuality. 

Once things start building up 
you have to contend with bombs as 
well, which you’ll need to explode in any 
place you can which won’t result in you 
spilling any more water. It’s best to repair 
the damage as soon as possible, for which 
you’ll get extra points as a ‘repair bonus’. 

As for the useful items, well, there are green 
blocks which clear your landscape to make way 
for more lake building - and they’re also handy 
for steaming away small areas of water that are 


no doubt dotted around. 

Then there’s the 
meteors (as I like to 
call them). These can 
be placed anyv^Tere 
you choose and they, 
too, help singe the 
water away — and 
subsequently the flask’s 
water level drops, ghdng you 
another couple of minutes leeway. 

When you reach a certain number of 
points you go up a level. As with Tetris, the 
blocks now start dropping a bit faster, so it 
becomes increasingly difficult to place them 
where you want or to plug a hole. 

Because the landscape is now building 
upward you’ve got the added worry of an 
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vmRix+ 


Bombs Away 

Wetrix+ sometimes plays a little unfairly, 
as one minute you can be pootling along 
with everything going weil, then next 
minute there’s a sudden bomb strike and 
you end up with massive holes, with 
water leaking everywhere. Nine times 
out of ten this will ultimately mean the 
end of the game - that is unless you get 
lucky and can patch things up. 


IT’S NOT OFTEN A PUZZLE GAME IS WORTH 
THE NORMAL ASKING PRICE BUT WETRIX+ 
IS DEFINITELY THE EXCEPTION 


Then there’s Challenge mode, where you 
have the option of playing for a set number 
of minutes, using a limited number of blocks 
or tackling a preset game. It’s best not to get 
too cocky, too soon, though, as the preset 
games are ridiculously hard: it’s like starting 
a game of Tetris on level 20 — the blocks 
move that fast! When you do consider 
yourself to be a bit of a dab-hand you can 
move onto Pro, where again the blocks come 
thick and very fast, as do the water and bombs 
— challenging isn’t the word! 

It Takes Two 

But let’s not forget Multiplayer, which is 
where Wetrix-i- comes into its own. There’s 
only a two player option, unfortunately, but 
that’s probably because it would be too 
difficult to actually see each of the separate 
screens otherwise — pity. It’s basically all 
about whose flask spills over first and you 
can just keep on going, playing game after 
game, and it’ll keep count of how many each 
of you have won. You also both progress 
through the levels as well, which proves 
which of you really is the true pro. 



As you can probably guess, there are no 
stunning graphical features, as there simply 
isn’t a need, though the sound effects are 
pretty cool and the pools of water look 
realistic. There is a very annoying male 
voice-over that insists on telling you exactly 
how many lakes you’ve got on the platform, 
but that can be excused, as long as you turn 
the music down. 

This is one of the first puzzle games to grace 
the DC and it’s sure to give Chu Chu Rocket a 
run for its money. But is it better than Tetris 
4D? There’s no four player option and there’s no 
feeling that you’re playing a classic — well, at 
least not yet anyway. The two player mode is 
good but in Tetris, when you clear lines, blocks 
appear on your opponent’s side — something 
similar to that would’ve been a cool feature. But 
really. I’ve nothing to complain about, I reckon 



I After an earthquake you're forced to start building from scratch... 



whoever you are and whether you like puzzle 
games or not, you’ll enjoy this. It’s not often a 
puzzle game is worth the normal asking price 
but Wetrix-I- is definitely the exception, liliil I 




028-BIT TECHNOLOGY ONLINE GAMING ) 


100% UNOFFICIAL 100% UNBIASED 100% DREAMCAST 


It’s hard to get the hang of at first but 
after half an hour you won’t be able to 
put the pad down. It’s addictive, very 
entertaining to play against a friend, 
and you’ll have to learn not to blink for 
20 minutes at a time - a small price to 
pay for such a top-notch title! 
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You’ve stayed up ‘till all hours'playirtg the game 
and put an end to Kain’s evil doing?.;, How can 
you possibly reward yourself for your (fuinph? 
Here’s your answer.. .jusf answer this stupid^, 
easy competition question, send it in to us a* 
keep your fingers crossed that your entry is one 
of the ten picked. Sorry? The question? Well... 

Why are souls so 


I Have No Soul Competition, 
Dreamcast Monthiy Magazine, 
Quay Magazine Pubiisliing, 

22 Strand Street, Pooie, 
DoKetBHISISB 

Good Luck! 
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A STYLISH INTRO SEQUENCE ACCOMPANIED BY SOME OF THE BEST GRAPHICS YET SEEN ON DREAMCAST. 
EVEN MORE AMAZING IS THE FACT THAT THE ACTUAL IN-GAME GRAPHICS MATCH THIS FMV. A QUICK 
DRIVE AROUND THE FIRST CIRCUIT REVEALS THINGS AREN’T AS EASY AS THEY SEEM THOUGH. 
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JUi Fasten \ 
^■r seat belts as 
THE real driving \ 
simulator hits 
the Dreamcast.. Ti N 
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Publisher 

Sega 

Developer 

Sega 

Price 

£59.99 (on import) 

Genre 

Driving 
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Sega gl: homalaga'tiaii special 




T he result of two years 
of planning from 
project leaders Takeshi 
Nimura, \A ho also 
worked on the Saturn 
classic NiGHTS, and Hideshi 
Tatsuno, whose past projects include 
the grapple-fest Giant Gram, Sega 
GT is the definitive driving game on 
Dreamcast. No doubt about it. 

While past racers from Sega s in- 
house teams have had an arcade- 
tyle feel to them, this is the 
company’s first step into the 
auto simulator genre, and 
steps are being taken to 
ensure that this is one of 
the most realistic 
driving games you’Jl 
ever strap yourself into. 

From the Opening 
video right d’hwn to the 
ending credits, Sega 
GT is a true racer’s 
dream come true. With 


over 200 license 
makes and models frWi Japan’s top 
manufacturers, Sega GT is set to 
change the way we think about 
racing games. The main object in 
the game is simply to race in order 
to earn money to buy new cars to 
race with. 

Realifltic Racing 

The graphics are, obviously, Sega GT’s 
strong po»it. Without a doubt, there 
is no better looldng racing game 
available on any system right now'. 

The trackside detail, the cars and the 
atmospheric effects are all absolutely 
superb — crisp, clear, smooth and fast, 
Sega GT simply looks gorgeous. 1 he 
depth perception is excellent, enabling 
players to see miles down the track, 
and the colours and lighting are very 
realistic. As 1 said before, the cars are 
amazing, from the perfectly legible 
sponsor decals to the windows 
through which vou can see the car 


II As the class of your car improves, 
so does the abifity of the opposition. 


bars. As much as I hate to make 
comparisons wdth a PlayStation game, 
Sega GT looks like Gran Turismo 
taken to the next le\’el. The only 
dowmside to the game is that Sega GT 
only runs at 30fps and we were all 
praying for a 60fps game after seeing 
Genki s Tokyo Extreme Racer. 

Many of the tracks in Sega GT 
seem like extensions of the ones in 
Sega Rally 2, like the Snowy 


As much as I tiace to maki 

comparisons with a PiayS 

? iamB, Sega GT iooks iike 
urismo taken to the next 


Mountain course. Graphically, in 
particular, they look very much like 
the ones in SR 2, but without the 
60fps, subsequent slow-down, and 
distant pop-up. In fact, I haven’t 
really seen any noticeable pop-up, as 
you can virtually see all the way to 
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B ut. to 
lie test 


Sega GT features several 
driving tests you need to ace 
before moving on to race with 
the big boys. You start with 
an E-class limit of lOOOcc, 
then move on to B-class, 
A-ciass, and finally, the 
unlimited SA-ciass. Expect to 
spend a long time acquiring 
these licenses they score 
just as badly as the real 
Japanese driving tests. 


MONTHLY 


heavenly 

i/vheels 

Sega have worked with at 
least ten automobile 
manufacturers to license an 
ungodly number of cars 
over two hundred in fact. The 
team has also co-operated 
with the Japanese GT 
Committee for the utmost 
realism and brand-name 
recognition. Honda, Toyota, 
Mazda, Daihatsu, McLaren 
and others have signed on, so 
expect to race such cars as 
the McLaren FI GTR, the 
AE86 Silvia, the RX-7 and 
even the Suzuki Cappuccino. 
Expect some of the more 
lively names to be changed 
for the UK though. 


the horizonVThe detail and texturing 
are also very\olid, albeit not quite 
spectacular. T|he car models are / 
done nicmy as well — they may f 
not M as solid looking as the\ 
K|fy()iTCS in Tokyo Xtreme Racing, 
but they are more detailed 
than Genki s racer. 

Touch 
Sensitive 

The control feels jusM 
iished as thegjgiipWcs, and 
finitely borrows a mt from the 
ul^^realistic racing model of Gran 
Turi^^jo — Sega GT is all about 
cautiou^jeserved driving, as 
opposed to chijne Crazy Drifts 
^through ninety-ae§lHi^n^rsections. 
car hopping, observ^ 
j^ovies, is in there, but only occurs 
ig high-speed drifts. This is 
linly not a game where you 
I a chicane at 200mph. If 
you^«k you’ll soon find yourself 
pickiftt\ip the pieces of your once 
great Atftmobile. 

The Ibandling takes a little 
getting us^ Id because it s very 
sensitive. TmS ^alogue controls have 
a great range, ri^^ing that you can 
be incredibly pre»®swhen you use 
the throttle, brake alM^eering. At 
first, the car seems twl^clfe but very 
quickly you realise that yOU^lon’t need 
to use full lock to get arouiiflLa^Kprner 


dess it s really sharp, and tha| a 
)en thj?OftrXt^ust th^-. ^ah 
fo| th^r^es - slam^e^ oi| and tHi 
cat underiteers. Be a lipl 
gefitle^n^he brake^i 

fibly r^sdisdc^Hy. Lik^|md^^ 
tikes a bit of getting used to, ^ut 
After an hour or twoTT^s veiy^‘ 
impressed. I thinkthese are they 
best racing consols IVe ever usea 
in terms of reaMsm and sensithat 
Each of thi different modj 
handles very differently, as jmey 
should. Acura n^dels lik^^SX o^ 
Integra are mucHHi^te^nd < 
to control than theJJISe, iTHd 
steering of the Acceleration 
and brakin^^pcalso on point. Fans 
of otJiiiiPlIriving sims will feel easily 


at home with the driving physics 
[ car handling. In fact, the Dp 
cont?Ni€j;^tually make^Jor^n 
excellent driving paT, "and the same 
holds true for Sega GT. Also, 
switching the handling over to 
drift makes an easily noticeable 


upu i i l 
I video ri^hit dawrT 













difference. Arcade racing fans will 
certainly appreciate the sliding 
action in this mode. 

Up a Gear 

The game itself is superb, and packs an 
excellent punch, at least during the 
early stages. It most certainly offers 
more of a challenge than other 
Dreamcast racers like Sega Rally 2 ai 
Speed Devils. The license tests are 
tricky, and when you finally get to ra|e, 
you only get enough money to buy y )u 
a car that can only just keep up with 
the competition. I like that — it meaiis 
you really have to race and fight for 
first place. What I particularly like 
about Sega GT is that it really \ 

punishes players who hit a wall or the 
edge of the course. Basically, the car 
slows down a lot following a collision, 
meaning that ultimately it s far better 
to drive conservatively and get the 
corner right, than to cane into it full 
speed and try to bounce around it 
using the wall. Oh yeah, the same goes 


I 


for bashing into other cars. Because 
the cont|ols are sensitive, the car really 
prangs oJf other racers and goes out of 
"-?^j|;^ontrol. Sometimes you can get a lucky 
nee that gives you an advantage, 
l)B|t i^s not guaranteed, and when it 
coitlf^i^own to it, it s better to 
drive ^ifi^nd other cars than try 
and* sfu^pi'lhrough them. 

"The effects are also 

fantastic?^ r^ik up there in quality 
widn any nexl(jpneration racer on 
th# market. TPS)car engines are 
very reaSstic wi»tauite authentic 
sounds, jespeciall^™hen you stick a 
loiid racing pipe oft ^ur car, and the 
environmental souii^yffects are also 
excellent. You 

road surfape<as you ^Sye over them, 
provi^jflg good audio ^ul^s. 

flipping 

?^y biggest complaint, flokever, is 
that when you drive a r^eyse track, 
the graphics aren’t changri, so when 
you drive up to a corner, fttnetimes 
the warning signs point c^il^pletely 
the wrong way. This is siniply 
unforgivable. The develop®* should 
have spent a little more tiU 
ensuring that the reverse ^^ks also 
had reversed directional I ^ j 
signs. Its incredibly j 

frustrating when you first|/; I 
start racing and you end g f 
up following an arrow ^ / 

%qnd turning left into a /: / 
only to realise you / 
shoiHd have turned rigfjti' 

Des^'ki^ this flaw, Se^pT is the 
best racing noGk^e of the bes^ 

games, I have seenoHlM^DreafTrfl?^^ 


GIVE 
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under the hood 

A driving sim wouldn’t be a driving sim without the ability to pop the hood and screw 
around. The Tuning Mode includes engine, drive train, suspension, brake, 
supercharger, muffler and weight reduction settings, among many others. Though 

rfoioilc nti ihie mnflci aran’t niaar 


or any other 
^em for that matter. 

OncKyou start playing you 
won’t bevable to put the controller 
down — it’s^at good. Everything is 
superb abourthis title, from the 
animation of tne spectators right down 
to the sound of che tyres. If you have 
an import ]^jednk^as1^‘4^en I 
recomrn^rid you j 
as po^^Ie. No m 

The/bnly downside Is that 1 reel sfcrry 


forihose who have I 
tha European rele£ 


;o wait months 
le. Poor souls. 
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and the atmospheric effec 
all absolutelu superb - cri 
ear, smootn and fast 
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Stephanie Rolland:Wc\rp{ the 

)l llu' R| 


DCM: How cliflcrcnt jSvU 
an action game to a fjtrfng title? 

Stephanie ftoiland: Both - 

would uMj-^TereiH tci hnuluj^i*, 
dilTerent editor tools and a 
dilTerent platform. 

Working on a third-person 
action game requires a lot of 
animation work. When working 
on a racing game the focus is 
mostly on tht* car’s control, Irame 
rate and I lit* (i})ponent AI. 

The only ctMionou thing is (he 
quality of the graphics, hut for llu- 
rest it’s as similar as ’oils 

and C’hilli con Carnc J / 


DCMl/\rc llu' vehicles based around 
any ^JTittcular car models and did 
me suspension data? If so, 
where did it co^^ie froni? 

Stephanie Rolland: \s far as 
gra[>hics are concerned, we were 
inspired hy realistic graphics, 
mostly picked up from US offroad 
shows, rcchnically, (he game 
engine uses a realistic physics 
model w hich imj)leincnts \ arious 
data sui'Kas handling, weight, 
grip, aiurso on. 


lor tliegamejs. I he game engine 
IiTTs l)een dcfhi^on jnirposc to’ 
allow' these kinds of tunings and 
afililiistlwrils all|hc physics | 
data that has been coiled. And we 
are still polishing it! 


originalities 
l)\ our publisher, \frdwny Hot®c 
Interactive, such as power iip» 
(like four and nine second boosts 
to use at will), short cuts and 
hiikk*n passages. 1 l^j* originality ol 
this range allows (he plavcr to 
I'xpi'ricncc a total arcatic 
exj)cricnci*, whilst at the same 
time’ still allowing the |)la\cr to 
choose which path to take. 

I here arc 12 \chiclcs Irom 
four different ty|)cs (three 
monster trucks, three jeeps, three 
buggies and three rally cars) and 
two M'hicles ol each type arc 
customisahlc. iVIori’OM r you can 
win spi’cial exotic cars at (he end 
of the C hampionship. 

I here arc various garni’ modes 
for both one and two players 
((diampionship mode with powxT 
ups, Arcade mode and many 
)des). 


uum: 11 ave you tried to make this 
different from other heavy vehicle 
games and what new, innovative 
ide;is have you come up with? 
Stephanie Roiiand: We [dayed a lot 
of the I bunder fhinge games to 
ensure 4 Wheel I hundcr was 
unique, hut at the same time we 
didn’t lose sight of the specific 
elements the game \ itally needed. 

We had to create complex 
enough tracks in order to fulfil 
the player’s requirements, with 
ramps, shortcuts and numerous 
humps. \W’vc tried to give the 
player a genuine feeling of 
freedom, so that he doesn’t have 
the sensation of driving on 
predefined roads with no sur|)riscs 
around the next corner. As the 
player has to race against a do/cn 
opponents, the width of the tracks 
has been exaggerateil in ordi’r to 
let him move around more casilv. 


DCM: Hav'e you tapered things in 
the game to give better and finer 
gaineplay as opposed to staking 
with real physics, real surfaces? 
Stephanie Roiiand: Wc ve focused 
on the drixing sensation and fun, 
hut our purpose is not to compete 
with more simulation oriented 
games like Ckilin McRae or (Jran 
lurismo. That said, we proxiile 
consistent high sensations of 
speed, jumps, etc, thanks to our 
physics model that’s incorporated 
into the game engine. 


DCM: Monster I rucks ;|jnil large 
vehicles racing have ni^i^ quite hit 
the same high as pure ^^‘^ing games, 
or even futuristic ones, so with 4 
Wheel rhunder, what d^ you think 
you’re offering to drivipgfans? 
Stephanie Roiiand: It^^ry rare to 
racing 

d^eloped for consoleS that use 
this^ype of vehicle. Moreover, it’s 
an interesting technical challenge 
Jo create a game that viiliid have 
v ehicles of very differ^?!P^i/cs anil 
poyvea' racing together on indoor 
and outdoor tracks. V\dth vehicles 
ra^Jg on very uneven surfaces, 
iljBP^ually exciting to see them 
react according to the various 
ground surfaces they come across. 


sped 

rhi’i'i’ s also a betting system 
that allows you to win money in 
order to upgrade your vi'hiclcs. 


DCM: 1 low hard is it to convey spci’d 
and even the rough anil tumhk’ of 
being in such large vehicles? 
Stephanie Roiiand: P>y doing a lot 
ol tests and a lot ol tuning, we 
managed to achieve the driving 
sensation we wanted to prov ide 


UUM: So what are your personal 
thoughts on the game? Docs it 
have any specific elements w hich 
will entice us to huv it? 
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I I Yes, I want to subscribe to Dreamcast Monthly at the: 

□ UK rate of £26 (13 issues) 

□ EU rate of £35 (13 issues) 

□ ROW rate of £65 (13 issues) 

I enclose a cheque/postal order made payable to Quay Magazine 
Publishing Ltd. Send my subscription to: 

Title .Initial.Surname . 
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Postcode.Tel. 

e-mail . 

Send your order to: Dreamcast Monthly, Subs Dept, Quay 
Magazine Publishing Ltd, 22 Strand St, Poole, Dorset, BH15 ISB 


□ Tick here if you would prefer not to receive relevant 
mailings from carefully selected companies. 

We accept photocopies of this form. 
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Showcase: Soul Calibur 
Reviewed: Sonic Adventure, Virtue 
Fighter 3tb, Incoming, Sega Rally 
2, Expendable, Power Stone, House 
of the Dead 2, Racing Simulation: 
Monaco GP 



Showcase: 

Sega Worldwide Soccer 2000 
Reviewed: Fighting Force 2, 

NBA Showtime, NFL Blitz 2000, 
Re-Volt, Shadow Man, 

Worms Armageddon, WWF Attitude 



Showcase: UEFA Striker 
Reviewed: Blue Stinger, Cool 
Boarders Burrrn, Monaco GP, 
Speed Devils, Super Speed Racing, 
Toy Commander, 

Trick Style 



Showcase: Slave Zero 
Reviewed: Armada, Evolution, 
Resident Evil 2, Tee Off, 
Vigilante 8: 

Second Offense, 

Virtue Striker 2000.1 



Showcase: South Park 
Reviewed: FI World GP, Hydro Thunder, 
Jimmy White’s 2: Cuebali, 
Marvel Vs Capcom, Pen Pen, 
Ready 2 Rumble, Street Fighter Alpha 
3, Soul Calibur, Soul Fighter, 



Showcase: 

Legacy of Kain: Soul Reaver 
Includes: 

Crazy Taxi, Resident Evil 2, 
Hidden and Dangerous, Giant Killers, 
Ecco the Dolphin, Wild Metal 
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The price of back issues is £3.95 in the UK 
(EU £4.95, World £6.95) 

Please send me the following copies of 

Dreamcast Monthly: 

Issue I .copies £. 

Issue 2 .copies £. 

Issue 3 .copies £. 

Issue 4 .copies £. 

Name. 

Address. 


Postcode 
Tel. 


Please send a cheque or postal order made payable to; 
Quay Magazine Publishing Ltd 
Subs Department 
Quay Magazine Publishing 
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www.newgenerationconsoles.conn 

LATEST TITLES lit STOCK; 

YOUR N0.1 MAIL ORDER & ONLINE COMPANY 


Playstation U.K 

!» 1 

Gran Turismo 2 

£26.99 

Tombraider 4 

£26.99 

P/us many many more 


Playstation U.S l| ■= 


Resident Evil 3 

'£44 99 

Chocobo Dungeon 2 

£49.99 

Final Fantasy Anthology 

£49 99 

Grandia 

£49 99 

Gran Turismo 2 

£44 99 

Parasite Eve 

£44 99 

Thousand Arms 

£49.99 

Lunar Silver Star Story 

£49.99 

Sega Frontier 

£39.99 

Vandal Hearts 2 

£49,99 

Plus many many more 


Nintendo 64 


Resident Evil 2 

£49,99 

Rainbow Six 

£49.99 

Jet Force Gemini 

£49 99 

Mario Party 2 

£49.99 

Smash Bros 

£44 99 

Donkey Kong 

£54,99 

Turok 3 

£49 99 

WWF Wrestlemania 2000 £54.99 

Plus many many more 


Dreamcast Jap 0 


Beserk 

£49.99 

Crazy Taxi 

£Call 

D2 

£49.99 

Resident 2 

£39,99 

Resident Evil; Code Verronica 

£Call 

Zombies Revenge 

£39.99 

Streettighter 3 

£49.99 

Star Gladiators 2 

£39.99 

.^Shenmue 

£Call j 




Death Crimson 

£49.99 

Virtue on 

£49.99 

Virtue Striker 2 

£39,99 

Jap Dreamcast 

£149.99 

Plus many many more 


Dreamcast U.K (^186^ 

Soul Calibur 

£29.99 

Uefa Striker 

£29.99 

World League Soccer 

£29.99 

FI 

£29.99 

Ready 2 Rumble 

£29.99 

Sonic 

£29.99 

Powerstone 

£29.99 

Sega Rally 

£29.99 

Snow Surfers 

£29.99 

VF3 

£29.99 

Toy Commander 

£29.99 

UK Dreamcast 

£Call 

Plus many many more 


Dreamcast U.8.A 

Crazy Taxi 

£Call 

Shadowman 

£Call 

Zombie s Revenge 

£Call 

Legacy of Kain 2 

£Call 

NBA 2K 

£44.99 

Rainbow 6 

£44.99 

Get Bass Fishing 

£44.99 

House of the Dead 

£44.99 

Soul Calibre 

£44.99 

Speed Devils 

£44.99 

Sega Rally 

£44.99 

US Dreamcast 

£199.99 

^ Plus many many more 
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OR CALL INTO 
ONE OF OUR SHOPS 
PLEASE NOTE OUR 
PRICES ARE THE 
CHEAPEST IN THE U.K 

Dreanncast 

Modchip 

now In stock 

Playstation 2 

In stock 4th March 

NOW OPEN 

SUNDAY 

12:00PM - 4:PM 
MON - SAT 
10:AM - 7:PM 

New Generation 
Consoles 
3 The Parade, 
Stonegate Road 
Leeds LS6 4HZ 


PSX Strategies Special Platinum /sst/e with 
complete walk throughs for... 

Metal Gear Solid 
Tomb Raider III 
Crash Bandicoot: Warped 
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www.newgenerationconsoles.com 
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If you don’t see what you want please 
phone us, because we can’t 
Britain' possibly nstm 
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our stock! 


THE PRICE YOU SEE IS THE PRICE YOU PAY! 
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DREAMCAST 


AEROWINGS £28.99 

BUGGY HEAT £28.52 

CRAZY TAXI £28.52 

DYNAMITE COP £29.52 

F1 WORLD GRAND PRiX £29.52 

HOUSE OF DEAD/GUN £42.86 

HOUSE OF DEAD 2 £28.99 

HYDRA THUNDER £28.99 

INCOMING £28.99 

MILLENIUM SOLDIER -EXPEND. £28.99 
MKGOLD £28.99 

MONACO GRAND PRIX £28.99 

NBA 2000 £28.99 

PAN PEN £28.99 




PSYCHIC FORCE 2012 
RE. VOLT 
READY TO RUMBLE 
RED DOG 

ROAD CONTROL WHEEL 
SEGA BASS FISHINC^/ 

SEGA RALLY 2 f ( , 

SNOW SURFERS ' . - 

SONIC ADVENTURE 
SOULCALIBUR 

SOUTH PARK CHEFA LUV SHACK 
SPEED DEVILS 
SUZUKI ALLSTAR -EXTREMI 
TAKE THE BULLET 
TOKYO HIGHWAY CHALLEI 


£28.99 

£28.99 

£28.99 

£28.99 

£34.55 

ww 

tiBM 

£28.99 

£28.99 

£22.14 

£28.99 


TOY COMMANDER 
TRICKSTYLE 
UEFA STRIKER 
VIRTUE FIGHTER 3TB 
VIRTUE STRIKER 2 
WOI^^B SOpC^R^O/ 

/ZOMWrR^(iE' - 
EVOLUTION 
TEE OFF 
DEADLY SKIES 
BUST A MOVE 4 




Customer Loyalty With A Difference. 

We don't give you points we give you shares 

Most oompanie« give you points for your loyalty, but we have decided that points are just not enough to give our 
customers. Our customers wl receive FREE shares for being loyal to us. Why are we rewarding loyalty with shares? 
The Slammer Is one of the fastest growing computer companies in the UK and we understand that you (our customer) 
are responsible for our growth This is something other companies have failed to understand. As a little thank you, 
we have decided to ^er you FREE shares so every time you buy from ui you are also investing in yourself. 

For mors information please see our catalogue, to request a cat^ogue please call us on 0845130 0989. 
_ The Slammer It owned by The Slammer,com pto _ y 

The Slommer.com pit onl)i supplies offidol products, All trademarks are (opyrigfit Items guaranteed by 
The Slommer.com pic or their respective manufacturers. All rights reserved. All trodemorks recognised. 


£28.99 
£28.99 
£27.99 
£28.99 
£28.99 
£28.99 
£28.99 
£28.99 
£28.99 
£28.99 
£28.99 

£2l9 
8TLP£2A9 
£209 
£28.99 
£28.99 
£28.99 
£28.99 
£28.99 

WITH PRICES CONTINUALLY 
FALLING PLEASE CALL FOR 
the LATEST UPDATE 
or VISIT the WEBSITE- 
www.theslammer.com 
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YOU CAN FAX US FREE 
ON 0800 01S 7780 


DVD * DREAMCAST * GAMEBDY 
NINTENDD * PLAYSTATIDN * PC 

WE SUPPORT ALL PLATFORMS AND JUST HAVEN’T THE ROOM 
TO LIST EVERYTHING WE STOCK - SO PLEASE CALL, FAX, 
PHONE or ORDER ONLINE - www.theslammer.com 

Special Offer - Sega Dreamcast 

only £1 T9»99 _ _ 

Free postage on all orders. Next working day delivery on most orders. - if in stock. 

Pay by Credit Card, Cheque, or Postal Orders. 

Guarantee* If you are not happy with your purchase, please send it back to us and we will 
exchange the product or send you a full refund, This does not affect your statutory rights. 




To order phone: 0845 130 9989 or e-mail; tliecrew(a>tiieslammei:com 


Do you want to earn money setting games? For further information on or dealer 
network, call us on 0M5130 9989 or e-mait: dealers@the slammer.com 


All major Credit Cards Accepted 


FREE DELIVERY • 1 -2 DAYS 


Order online:- wvvw.theslammer.com 
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That Potential Rating Explained 


For each game, we’ve awarded a Potential 
star rating out of five, which basically 
sums up just how excited you should be 
about the game coming to the Dreamcast. 
That means some very good games - 
Railroad Tycoon 2 for instance - may 
receive only three out of five for potential 
as they may be strong, but they’re hardly 
likely to send us down to Electronics 
Boutique on day one. What we’re not doing 
is judging the quality of the game at this 
stage ~ you’ll have to wait for the 
inevitable reviews for that - we’re just 
giving you a snapshot of what is to come to 
help you plan your spending for the rest of 
the year. Without further ado, here are 
those ratings in full... 


We’ve consulted release lists across 
the globe. We’ve talked to software 
companies. We’ve scoured the 
Internet. And we came up with fifty new 
titles that are heading for Sega’s box 
of tricks in the next twelve months. So 
strap in, get excited, and we hope to 
have another round up next issue... 


••••• very, very exciting DC 

release that just happens to look 
bloody cool as well 

•••• Very excited still, and we’re 

expecting this to make a splash 
when it arrives 

••• Not looking too bad, but our blood 
isn’t bubbling at the prospect. 

** Well it’s hardly a new Sonic 
game, is it? 

* In need of serious work to get 
us interested 
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When are they out? 




DCM Tip for the top 


What 

Res Evil: Code Veronica 

Who Eidos 


There’S a simple proviso for 
this feature, and that’s that 
should be coming to the UK 
twelve months. We’ve not 
confirmation of a UK release 
titles in the feature, but we 
expect to see the majority, 
these over the course of the 


What 

Bust A Move 

Who To he confirmed 

The fabulous puzzle game that’s appeared 
in various guises on plenty of formats is 
coming to the Dreamcast, no doubt leaving 
many of you bleary eyed in the morning 
from another night of coloured balls 
zapping up a screen. Devilishly addictive 
and hardly the trickiest game to bring to 
the DC, this should be a cracker. 

Potential •••• 


Now doesn’t this look the business? 
Featured in more depth on page 62, it still 
deserves a namecheck here for being one 
of the Dreamcast’s most awaited titles. 


Potential 


What 
Ready 2 
Rumble 

Who Midway 

Now there’s talk of both a sequel to Ready 2 
Rumble Boxing and a Ready 2 Rumble 
Wrestling at the moment, and either of them 
are welcome round our offices, we don’t mind 
telling you. Suffice to say, if Midway manage 
that same blend of action and humour, they’ll 
have a stonker on their hands. 


Potential •••• 


What 

Walt Disney 
Ring Quest 

Who Eidos 

Yet another Disney licensed game, which 
hardly hints at an outstanding pedigree. 
Nonetheless, Eidos will be turning this 
particular licence, it seems, into some sort 
of Mario Kart wannabe racing game, and 
the idea of Disney characters zooming 
around a theme park at least has some 
element of promise. Just not enough to get 
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What 
Rayman 3 

Who Ubi Soft 

We’re not absolutely sure of a release date 
for this, but we do know that there Is a third 
Rayman game on the way, and that It’s likely 
to make a Dreamcast appearance. Following 
on from Its predecessor, which itself notched 
up a healthy a^O In our last issue, the new 
adventures of Rayman promise to be bigger 
and better, and may even go in competition 
with the return of a certain blue hedgehog... 

Potential ■ •••• 


What 

NHL2K 

Who Sega 

Another one of those genres of game that 
every format seems to have, NHL 2K is 
the Dreamcast edition of videogame ice 
hockey; that most American of sports 
that hardly gains a major following on 
these shores. It makes for good gaming 
though, with the quick, action packed 
sporting hokum usually in evidence. As it 
should be here. 


What 

Boarder Zone 

Who Infogramcs 

Few can doubt Infogrames’ dedication to 
the cause, and the latest addition to their 
roster will be this snowboarding title. It 
won’t be DC exclusive, but it does promise 
the usual mix of speed and tricks, with 
ample amounts of both needed to succeed. 
It certainly looks good so far, and with only 
Snow Surfers to compete against, it’s 
hardly entering a bustling market... 


Potential ••• Potential 


What 

Austin Powers 

Who Take 2 Interactive 

A major signing for Take 2 this, they’ve 
got the rights to make a series of games 
based on the swinging Sixties superhero, 
Austin Powers himself. The game has 
enormous potential, and Take 2 are 
picking up a good name for themselves 
with their recent releases, so we’re 
hoping they avoid the cash-in route and 
simply give us the humour-packed Austin 
Powers game we deserve. And here’s 
some advice: we do not want something 
like Chef’s Luv Shack again, thank you. 


Age of Empires 2 

Who Microsoft 


The world’s largest software company 
have their software already Inside the 
Dreamcast, and now they’re bringing their 
portfolio of PC titles across, courtesy of a 
deal with Konami. Age of Empires 2 Is a 
corking strategy game, with you fighting 
various historical battles over time, whilst 
managing your resources and all that 
humbug. Again, we hope to see it by 
Christmas, and if they can transfer the 
control system adequately enough, it’ll be 
worth waiting for. 


What 

Army Men: 
Sarge’s Heroes 

Who Midway 


Midway picked up the licence for this 
one from 3DD, and it’s the potential for a 
good four player mode that’s getting us 
excited. The look of it is fantastic, as 
it’s essentially a game of some toy 
soldiers having a good old scrap. Easily 
the best of the Army Men franchises to 
date, we’ve got reasonably high 
expectations for this one... 


Pirtential 


Potential 


•••• 


Potential 


•••• 
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What 

Chu Chu Rocket 

Who Sega 

The puzzle game that’s taking Japan by 
storm, Chu Chu Rocket is a game direct 
from the Sonic Team that’s proving 
impossible to put down. Unconfirmed even 
for a Stateside release as we went to 
press, the game is one of the most 
unimpressive looking on the machine, but 
promises the kind of hyper-addictive 
gameplay that we 
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What 
Croc 2 

Who Fox Interactive 

Very cute, but not particularly stunning 
platformer that’s been sat on the 
PlayStation and PC for months now. 
Whilst we expect to see the game 
generally smartened up for its Dreamcast 
debut, we’re not expecting anything to 
challenge Sonic. 


What 

Dogs of War 

Who Take 2 Interactive 


Leaving football games aside for a 
moment, developers Silicon Dreams bring 
you their action-strategy wargame, 
formally known as Warmonkeys. It’s not a 
genre the company have really dabbled 
in before, meaning at this stage things 
go either way. But with no sign of 
Command and Conquer on the horizon, it’d 
be nice if this turned out to be a good 
‘un. It’s due out around the Summer. 


What 

102 Dalmatians 

Who Disney Interactive 

It seems a logical thing for Disney to do, we 
guess. The Glenn Close version of 101 
Dalmatians cleaned up at the box office, so 
her return was inevitable. And as is the way 
with the house of the mouse, when you’ve 
got a film, you’ve got the spin-offs. The 
Dreamcast game is due for release by the 
end of the year, and will be kiddie-friendly. 
We’re expecting some kind of platformer... 

Potential * 



What 

Batman 

Who Ubi Soft 

Ubi Soft have recently acquired the 
licence to produce a couple of Batman 
games, and they look set to appear on 
the Dreamcast too. We’re expecting to 
see something around Christmas time, 
and hope that the adventures of the 
Caped Crusader can match the obvious 
potential of the licence. 

Potential •••• 


What 

ECW Hardcore 
Revolution 

Who Acclaim 

Dkay, so their WWF Attitude game hardly 
set the world on fire (especially on the 
Dreamcast), and now Acclaim don’t have 
the rights to WWF any more. They do have 
the rights to ECW though, meaning their 
growing expertise in the world of wrestlers 
may just pay off this time round. There’s a 
terrific wrestling game out there that’s yet 
to be made. Let’s hope this is it. 

Potential *** 


















What 

Ecco The Dolphin 

Who Sega 

The return of the star of the hit MegaDrive 
game, Ecco’s new adventures are - from what 
we’ve seen - a graphical feast. Following the 
formula of the earlier game, Ecco looks set to 
be an adventure of sorts, with the occasional 
fast reflexes and a bit of grey matter also 
called for. Whether the game will match the 
quality of the presentation, though, remains 
our only concern. 


What 

Four Wheel Thunder 

Who Miduay 

Remember Hydro Thunder, the decent if 
unspectacular Midway boat-based racer? 
Well this is the on-iand equivalent, with up 
to four players racing four wheelers in the 
quest to find a decent Dreamcast racing 
game. Early signs are okay, but we’re just 
wondering if it will have the oomph 
required to raise it above its predecessor 
and into a decent game. 


What 

Gauntlet Legends 

Who Midway 

One of the early multi-gaming arcade 
classics. Gauntlet returns for the first time 
in over half a decade, and should - 
providing enough imagination and skill 
have gone into it - have all the ingredients 
for a cast-iron classic. Certainly Midway’s 
form on the DC has been variable, but this 
should be up there with Ready 2 Rumble 
Boxing as a big hit for the firm. 


What 

Giant Killers 

Who On-Line Sports 

We previewed this last issue, and if all 
goes to plan. Giant Killers will be the first 
footie management game on the 
Dreamcast. The problem? The PC version 
paled next to the majesty of Championship 
Manager, and whilst it’ll be easier on the 
DC with much less competition, we’re still 
going to need vast improvements to lift this 
near recommended status. 


Potential 


•••• 


Potential 


••• 


Potential 


•••• 


Potential 





What 

Marvel vs Capcom 2 

Who Capcom 

Dut of the three brands of fighting game 
Capcom have currently brought to the DC, it’s 
Power Stone that currently has a hefty lead. 
Yet this new version of the 2D fighter Marvel 
vs Capcom promises at least to be worth 
playing. Boasting even more characters than 
ever, it’s the three-on-three mode that’s 
currently attracting the attention. We’ll wait 
and see if it’ll live up to its promise. 

Potential ••• 

¥niat 

Nightmare Creatures 2 

¥nio Konami 

The original (a PC and PlayStation game) 
wasn’t anything particularly special, but 
there are signs with Nightmare Creatures 2 
that developers Kalisto have learnt a lot. 
Ideal for those seeking gothic horror set in 
the past, the game leans more towards the 
adventure genre, and despite its so-so 
predecessor, we rank this as one to watch. 
There’s more on this title on page 52 if 
you’re craving for more info. 

Potential •••• 


DCM Tip for the top 


What 

Metropolis Stroet Racer 

Who Segi) 

Suffice to say we reckon Metropolis Street 
Racing and Sega GT are the two titles to 
turn what was a DC driving drought into the 
place that the smart drivers come. Look out 
for more info in future issues. 


What 

Microsoft Combat 
Flight Sim 

Who Microsoft 

Mixing a serious flight simulator (and we 
do mean serious) in with the combat nature 
of WW2 flight games. Combat Flight Sim is 
currently appearing on Americap release 
lists, leading us to the conclusleii that an 
appearance is likely over here. The 
significant problem here though is control; 
with PC enthusiasts spending well info 
three figures on the proper flight sticks, 
how well a joypad and keyboard wULdo the 
job Is the big question here. 




DCM Tip for the top 


Potential 


What 

Omnikron - 
The Nomad Soul 

Who Eidos 

Not one of the higher profile Eidos releases 
we’ve seen, and certainly it looks little 
match for the triple whammy of Power 
Stone, Soul Reaver and Tomb Raider. 
Released before Christmas on PC, it 
picked up respectable reviews, and 
looks to be a passable but not pulse 
pounding action adventure, turn to 
page 42 for our Loading preview. 


VHhat 

New Sonic Game 

Who Sega 

We’ll be honest. We know this is being 
worked on, and we know that it’ll be 
coming out on the DC, but firmer details 
than that are hard to come by, including 
some idea of a release date. 

Nonetheless, there will be fewer more 
anticipated titles than this, and we pine 
for the day when the little fella comes to 
see us again... 


Potential 


Potential 


•• 


What 

Grand Theft Auto 2 

Who Take 2 Interactive 

There’s not a fat lot they can do with Grand 
Theft Auto to make it look better for the DC 
(the game’s limited overhead perspective 
sees to that), but even a straight port of 
this will be worth owning (although we’ll be 
pissed off if we have to pay 4D quid for it). 
Expect straight arcade fun and an 18 
certificate when the game arrives around 
Easter time. 

Potential •••• 


What 

Midtown Madness 

Who Microsoft 


In many ways a direct competitor to Driver, 
Midtown Madness is the less controversial 
and some think superior rival to the 
aforementioned GT game. It’s one of a 
number of titles that Microsoft are looking 
to bring to the DC, and its appearance on 
US release lists seems to confirm its 
existence. Despite the quality of the 
driving experience on offer though, even if 
it appears before the end of the year this 
will still be at least twelve months old. 
Here’s hoping it’s worth the wait. 


Potential 
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What 

Railroad Tycoon 2 

Who Rockstar/Take 2 

A game not without its merits, Railroad 
Tycoon 2 is a strategy title based around 
building a transport infrastructure. 
Fortunately, it’s not as dull as it sounds, 
although if the idea of a console game that 
taxes your grey matter bothers you, then 
you need to run a mile, it’s just undergone 
a fairly unimpressive PlayStation 
conversion, and the PC incarnation is 
getting on a bit, but we’re still expecting 
an above average conversion of a strong 
strategy game. Whether it’s a console title 
is more open to debate. 

Potential ** 


DCM Tip for the top 


What 
Sega GT 

Who Sega 

There’S a lot resting on the shoulders of 
this one. Gran Turismo 2 is currently selling 
by the truckload on the PlayStation, and GT 
2000 will launch the PlayStation 2. 
However, from what we’ve seen of Sega GT, 
it genuinely stands a chance of giving 
Sony’s baby a run for its money. The keys 
to its success? A huge selection of cars, 
fabulous graphics, well designed courses 
and gameplay to die for. Will it be any 
good? It bloody should be. The DC is in 
desperate need of a red hot racing game 
and reading our feature on Page 88 this 
issue. I’m more than convinced it’ll reach 
our high expectations. 

Potential ••••• 


What 

South Park Rally 

Who Acclaim 

Ah, the age old milking of the licence. Few 
who forked out for Chef’s Luv Shack will 
have felt they got full value for money, 
meaning Acclaim better win back some 
fans with this Mario Kart wannabe. It does 
look far more promising than the previous 
South Park title, and we’re up for the kind 
of cartoon racing the game looks to offer. 
We still have major reservations though, 
and hope that Acclaim can give the fans 
something better for their money this time 
around (and let’s face it, there’s more 
potential in the idea this time). 

Potential ••• 


feature 


What 

Powersmash Tennis 

Who Sega 

Anyone who has played the PlayStation 
game Anna Kournikova’s Smash Court 
Tennis will immediately be endeared to 
the notion of an arcade tennis game 
(even without the thoroughly delicious 
Anna on board). As the only known tennis 
Sim on the DC, we reckon this will appeal 
less to the authentic simulation fans and 
more to those after arcade thrills, 
although we’d be surprised if we didn’t 
get a decent game out of it. 

Potential •** 


What 

Jeremy McGrath 
Supercross 

Who Acclaim 

Another company whose commitment to the 
DC is to be praised. Acclaim have added 
another title to their iine-up in the form of 
this upcoming Supercross game, it’s one of 
a few titles in this round up that’s 
competing in a thus far quite barren field, 
with few DC games so far requiring you to 
get on your bike in quite the same way as 
this. The screenshots we’ve seen are okay, 
and we’re just waiting for something to 
make our mouths water. It’s still a little 
way off, so time will tell... 


DCM Tip for the top 


What 

Power Stone 2 

Who Cap com 

The sales figures for Power Stone are 
criminal, as the original is a stunningly 
addictive beat ‘em up that brings the Street 
Fighter style kicking and screaming into 
the Millennium (Tokyo Highway Patrol was 
outselling it at one point, for crying out 
loud). The new version will have a four 
player option, and will hopefully get the 
audience the original so deserved. 

Certainly the sequel is looking like one of 
the games of the year so far, and as the 
release is around September, we haven’t 
got years to wait to find out... 


Potential 


Potential 


••• 


Potential 


H LY 


What 

Scooby Doo 
Who THQ 

Another big licence signed up where we’ve 
yet to see anything of the game. Scooby 
Doo has been the star of a handful of 
computer and video games dating back to 
the mid-80s. No-one’s done anything 
special with it yet though, but provided 
THQ leave Scrappy Doo out of the 
proceedings, there’s a lot of potential in 
the ever-popular Scooby. 


Potential 


What 
Silver 

Who Infogrames 

And another old PC game makes the 
journey to the Dreamcast. Silver landed 
with a decent bang on the PC, although it 
wasn’t a hit of the size of something like 
Baldur’s Gate. We will see improvements for 
the DC version though, which is good as the 
game’s getting on a bit. Still, we’re lacking a decent role 
playing game at the moment, so hopefully this will be it... 


What 

Rainbow Six 

Who Take 2 

Ironically, Rainbow Six’s thunder may well 
be stolen by another Take 2 release. Hidden 
and Dangerous, it’s the latter that’s the 
far better of the two, and Rainbow Six is 
actually showing its age nowadays. We 
could be wrong, and there could be a 
significant improvement for the DC version, 
but we’d be surprised if this one turned out 
to be a classic. 

Potential •• 



What 

Shenmue 

Who Sega 

By Christmas, we won’t have to explain about 
Shenmue any more. An enormous game in 
every respect, Shenmue is a genuine epic. 
Much more than a standard adventure game, 
it instead places you in the middle of life 
with a mystery to solve. There’ll be no more 
groundbreaking a game than this released on 
any format this year (thus far only Black and 
White comes close), and this really should be 
at the top of your shopping list. 

Potential ••••• 



What 

Spec Ops 2 

Who Take 2 

Another soldier sim to join Rainbow Six 
and Hidden and Dangerous, Spec Dps 2 
follows the genre path well, serving up a 
tense, action-strategy based adventure. 
Released to a decent response only 
recently on the PC, we’re not expecting it 
to topple Hidden & Dangerous from its 
perch, but we’d be surprised if you didn’t 
get value for money from it. 

Potential ••• 





























What 

Virtua Fighter 4 

Who Sega 

Virtue Fighter 3 had a rocky arrival on the 
Dreamcast, eclipsed instantly for the DC 
Best Fighting Game crown by the triple 
whammy of Power Stone, Soul Caiibur and 
Ready 2 Rumble Boxing. Still, VF4 seems to 
be shaping up very nicely, and it’s likely to 
go head to head with the Power Stone 
sequel later in the year. It’s got the 
potential alright, it just needs Sega to 
move with the fast changing times. 

Potential ••• 


DCM Tip for the top 
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What 

Star Wars Racer 

Who Activision/LucasArts 

The DC’s first Star Wars tie-in fortunately is 
the better game to emanate from the 
Phantom Menace (PlayStation and PC owners 
can keep their grotty little adventure, thank 
you very much), taking its inspiration from 
the pod racing section of the film. Thus what 
we get is a blisteringly fast racing game, 
which certainly should push the DC’s graphics 
capabilities to the limit. On other formats the 
general opinion has been that Racer is very 
good, but no classic. Don’t expect too much 
different with this version. 

Potential •••• 


What 

Street Fighter Game(s) 

Who Capcom 

With potentially two new Street Fighter games 
before the end of the year, we think now is a 
good time for Capcom to incorporate the 
lessons they’ve obviously learnt with Power 
Stone and inject them into the flagging 
franchise that eamt them so much cash in the 
last century. Certainly we’re not short of good 
fighting games on the Dreamcast, so unless 
they can somehow recapture the glory days of 
old and add something special for the year 
2000, we’re inclined to think this will become 
another decent 2D fighter that simply gets 
lost in a strong crowd. 

Potential •• 


What 

Tony Hawk’s Pro Skater 

Who Activision 

A terrific PlayStation game gets a very 
welcome Dreamcast conversion (with a 
sequel already on the way). It’s a 
professional skateboarding sim for those 
not in the know, with plenty of tricks and 
stealth needed to succeed. The only ways 
this can fail are if they make a cobblers 
of converting it, or if you lot get pissed 
off with another PlayStation game ported 
across. Which would be a shame, cos the 
game’s a hoot... 

Potential •••• 


What 

V Rally 2 

Who In fog fames 

V Rally 2 will arrive on the Dreamcast some 
eighteen months after the PlayStation 
version, and whilst we respect the fact that 
it’s a quality game, it’s still going to need 
some seriously good extra bits and pieces 
to compete when it arrives at the end of 
the year. History doesn’t bode well - the PC 
V-Rally arrived a long time after the 
console version and suffered for it. Here’s 
hoping that history doesn’t repeat itself... 
Find out more in our Loading preview on 
page 32. 

Potential ••• 


Who 


release, due around the time of the Euro 
2000 championships, gives developers 
Silicon Dreams a golden opportunity to 
address the complaints of the original. 
Certainly we know that graphically we’ll 
have no complaints, and that if some 
tinkering is done in the right places, we’ve 
got a winner on our hands. We’ll hopefully 
have more on this next issue... 

Potential •••• 


What 
Quake 3 

Who id/Activision 

Potentially the best multiplayer showcase 
there is for the Dreamcast, Quake 3 Arena is 
an enormous addition to the DC software line 
up, especially if it handles the spectacular 
visuals and action as well as we know it can. 
Not much of a one player game but absolutely 
essential as an advert for online gaming. 
Quake 3 should be a major hit. 


Potential 


Potential 


What 
Half Life 

Who Sierra 

And another classic PC game makes a 
welcome journey to the Dreamcast. It’s 
welcome in this case because Half Life 
is a superb first person action adventure, 
voted one of the best PC games of ail 
time across the world. The DC version? 
We can’t imagine them 
tinkering with something 
that isn’t broken, so the best 
we can hope for is a faithful 

f k port across. And if they manage 

that, then you’d best be ready to 
lock yourself away for a 
icw weeks... 


What 

Wacky Races 

Who In fog rames 

Whoever signed up this particular licence 
should be given a medal. Is there anything 
better for a true Dreamcast Mario Kart 
competitor than the antics of Dick 
Dastardly and the Anthill Mob? Surely not. 
We’ve seen nothing on the game yet (it’s 
not due out for a number of months yet), so 
we’ve no idea how well it’ll mix arcade 
racing with the tone of the show. We just 
get to sit and hope... 


Potential 


What 

Black and White 

Who Lionhead 


Another giant release for the Dreamcast, which 
will put it in direct competition with the 
PlayStation 2 and PC versions in the first three- 
way face-off of its type. Wildly ambitious. 

Black and White at its most basic is a God 
game, employing innovative control styles and 
truly wonderful visuals. The key question left is 
just how good the game itself will be, but as 
this is from the creator of the likes of Populous, Theme Park and Dungeon Keeper, and displays 
the kind of daring ambition we oh-so-rarely see, we’re guessing it’ll be a classic. Let’s just hope 
they don’t sell us short on the DC version. Take a look on Page 26 for an exclusive interview 
with the creator of the game - Peter Moiyneux. 


Potential 
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What 

Viva Football 

Who To be confirmed 


It’s appeared on the schedules elsewhere 
in the world, although we still await 
official word from over here. The question 
to be answered is whether this is the 
same Viva Foothall that was released on 
PC and PlayStation last year to a fairly 
muted response, or the much rumoured 
sequel. If it’s the former, then prepare 
yourself for a decent if unessential 
soccer title, and if it’s the latter then 
we’re as much in the dark as you. Either 
way, we’re desperate for a classic footie 
game on the DC. Much needs to be done 
to make sure this is it. 


Wfitt«nBy Simon Brew 
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Underworld: 


DIFFICULTY 1 


As well as being generally tough, Raziei also has a number 
of spells, or Glyphs, at his disposal. Raziei is awarded a 
Glyph after solving the puzzle at any of the seven Glyph 
Altars found in Nozgoth. Here’s what they do: 

Shift Glyph 

This spell allows you to shift between the 
Spectral and Material Realms at any time 
you choose, although you need a full 
complement of health to use it. 


Force Glyph 

Using the Force Glyph causes waves of 
telekinetic energy to leave Raziel’s body 
and throw his enemies away from him. This 
does not kill your enemy unless they land 
somewhere painful or pointed. 

stone Glyph 

Using this Glyph causes Raziei to slam his fist 
to the floor, which causes a mini earthquake 
that stuns ail of the enemies in the vicinity. 

Sound Glyph 

Waves of sound fly from Raziei, damaging 
and then ultimately killing any enemies in 
the area. Good for taking out multiple foes. 

Water Glyph 

If you’ve more than three vampires in a 
room, use this spell - a downpour damages 
all of them, allowing you to finish them off 
with some fatal moves. 

Fire Glyph 

Although hard to come by, the Fire Glyph 
contains some of the most powerful magic. 
It simply fills a room with flames and 
destroys all vampires, allowing you to 
munch on their souls. 

Sunlight Glyph 

This has the same effect as the Fire Glyph, 
but instead of flame, the room is filled with 
a brilliant flash of sunlight. 


The Underworld is a training area which 
includes on-screen prompts to teach you how to 
control Raziei, and requires you to perform tasks 
to dissipate Elder God gates to continue on in 
the game. You start in the Elder God’s chamber 
— in the next area is the first Warp Gate. 
Continue on to learn how to suck souls and find 
the enemies of the underworld. Soon you find 
the first Plane Portal to shift to the Material 
Realm; move on to the first Material enemies. 
After defeating the first Vampires, move the 
stone block under the passageway high up on 
the left wall, and use it to jump high enough to 
continue on. Upon reaching the Pillars building, 
continue through the only open passageway to 
the cliff where the Vortex lies. Listen to the 
voice-over and follow the passagewa\ touards 
Raziel’s clan area to the left. 

Raziel’s Clan Area: 


DIFFICULTY 1 




Move down the passageway through the first 
door and fight the two Dumahim vampires to 
open the closed gate. Go through the gate; 
the doorway to the right leads to a Warp 
Gate, and the door to the left continues on. 
Take the passageway to the right and move 
through the next door/gate. Find the room 
with the raised circular platform, climb the 
stairs and pull the sv^itcl^ at the top to lower 
a drauhridgc. Cross the drawbridge and 
follow the passageway to an outside 

_ _ courtyard. Climb the steps to 
trigger the puppet show 
that introduces the 
V^ampire 
the Melchahim. 


Your world in Soul Reaver exists on two different planes - 
Spectral and Material. The Spectral or Spirit World is 
where you reside in your basic state, although you spend 
more of your time in the Material or ‘real’ World. To 
to the Material World you need to use special portals 
that can be found In the Spectral World, though you 
need a full complement of energy to use them. You 
never actually die in Soul Reaver; instead, once your 
energy is depleted in the Material World, you’re sent 
back to the Spectral World. 

Much of Soul Reaver requires you to switch 
between both worlds to complete certain puzzles, 
as they have different properties that need to 
he used. For instance, in the Spectral World 
water has no presence, although in the 
Material World, water is actually 
harmful to you. Later in the game 
you find a spoil that allows you to 
swap between worlds at will, 
but until then keep an eye out 
for those portals. 


Melchahim Clan Area: 


DIFFICULTY 3 


Move through the gate/door and up through 
the cemetery. In the room to the right, push 
the stone block to the left to Jump up to the 
passageway to the left. Pass through more of 
the cemeter) and move up either walkway to 
enter the building. Go through the gate/door 
on the left, down the spiral staircase and 
through a Warp Gate room. 

The next area is outdoors, with a large area of 
water. Jump across the stone pillars to reach the 
far side of the u ater and go in the gate/door. 

Pass through this crypt room, through the door 
on the far side and dow n the slanted passageway. 
This leads to a room with a gate to the right. 

Face the opposite way to the gate, shift to the 
Spectral Realm and platforms come out of the 
w^all, allowing Raziei to reach the upper part of 
this room. At the top of the room, use the Portal 
Plane to shift back to the Material Realm then 
jump on the platform to the left. Push the stone 
block into the hole to the right of the block to 
open the gate here at the top of the room and go 
through it. In this next room, jump and glide to 
either of the small mo\ang platforms on the right 
of the left wall and ride it dow nwards. Now' cross 
the room to the far side and pull the stone block 
out of the wall. Push the block across the pit in 
the centre of the room and place it in the hole to 
the right of the lower gate. Move through the 
gate, shift to the Spectral Realm and climb back 
to the top of the room. Move through the 
doorw'av wkere the top gate w^as, jump to the 
beam above and glide to the platform that 
Raziei did not ride downwards before. 
Now you can jump and glide to 

the doorway at the far side of 


























DIFFICULTY 2 
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DIFFICULTY 4 
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solution 


Now shift back to the Material Realm. In this 
next room with the gate, move the two stone 
bloclvs into the two holes in the walls, with the 
svTTibols facing out, and the gate opens. Run up 
the slanted passageway to the outdoors and push 
the stone block here off the cliff. Jump down, 
stack the two blocl« on top of each other and 
push them against the wall to the right of the 
right-most pillar. Jump to the top of the blocks 
and then to the ledge above. Go through the 
doorway and follow the passageway to another 
large body of water. Follow the path around the 
water to the right and enter the building here. 
Follow the long passageway upwards to a large 
room. Cross to the far side of the room, hit the 
wall switch to activate the elevator and ride it 
downwards. At the bottom, step off the elevator 
and follow either the left or right passageway. Go 
through the door at the end of either passageway 
into a large room with a bunch of gears. Flip the 
switch on the wall between the doors to push 
the gears together. Now cross to the opposite 
side of the room and turn the crank to activ^ate 
the gears. Go back to the elevator, ride it to the 
top and hit the floor switch directly in front of 
the elevator to lower the floor. Jump in the 
newly-created pit and find the hole in the wall 
that is not a dead end. Follow this passageway 
until it opens up into a bigger room. Now jump 
to the upper part of this room and push the 
four lit blocks on their tracks 
so they burn the wooden 
struts in the ceiling above. 

This drops the centre part 
of the ceiling. Mov e the 
blocks along their tracks so a block is against all 
four corners of the recently-dropped ceiling. The 
floor drops down again. Drop down and follow 
the passageway that leads downwards, past a 
now-open gate into the Melchiah Boss Room. 


Leave the Pillars the way you came in and 
move back to the training area where you 
came across the first Plane Portal. Take the 
pathway that leads to a gate and pass through 
it into the Spectral Realm. Follow the path 
past the gate to the Cathedral moat. To the 
right is the bridge that leads to the front door. 


Defeating Melchiah requires you to impale 
him with the two side gates and then smash 
him with the masher in the centre of the 
room. First, go to one of the two side gates in 
the room, then jump up and through one of 
the w indows above the gate to enter a side 
room. Move to the switch in the side room and 
activate it; holding it raises the gate. Wait until 
Melchiah moves partially through the doorway 
and release the switch, causing the gate to 
drop and impale him. Now mov^e to the other 
side room and repeat the process. After 
impaling Melchiah with the two gates he 
becomes very weak, only havdng one more Pass 
Through Barriers ability left. Lure him into the 
centre of the room, within the circular cage. 
Move to the throne area and pull the floor 


This is a veix' easy fight. Kain appears at 
certain places around the arena and 
powers up the Soul Reav^er to shoot at 
Raziel. When he appears, get to him 
quickly and attack until he disappears. 
You must attack him three times to 
finish the fight. Kain breaks the Soul 
Reav^er over Raziels head and 
disappears. At this point, switch to the 
Spectral Realm and pick up the Soul 
Reav^er. Ariel appears, talks to you and 
tells you to head to the Silenced Cathedral. 
Notice that you can always return to the 
Pillars for more info from .Ariel and to fill up 
on health and Glyph energy. To leave this 
room, return to the Material Realm and open 
the main door by swinging the Soul Reaver at it. 


Melchiah 


Kain^ First Fights 


DIFFICULTY 2 


switch to activate the masher, destroying the 
boss. Raziel receives the Pass Through Barriers 
ability, and can return to any gate and pass 
through. Now head back the way you came 
(through the gate in the Spectral Realm) and 
head up as high as you go. When you can’t get 
any higher, jump dow n to the platform below 
and use the Plane Portal for the Material 
Realm. Now drop down and use the same 
passage you used to get up before. Pull the 
block from the w'all to reach the next lev^el and 
head back up and out of the Melchahim area. 

The Pillars^ 


DIFFICULTY 3 


On the way out of the Melchahim clan area, a 
vnice-over tells you to go to see Kain. Return to 
the big building with all the Clan flags out front, 
near the Vortex, where Kain can be found. Use 
the new Pass Through ability to go through the 
gate on the right side of the building. The next 
room has a bridge ov^er some water; defeat the 
two Ronins to open the door on the far side. 
Now go through the doorway, turn either 
left or right, follow either passageway to a 
gate, and shift to the Spectral Realm. Pass 
through the gate and find the doorway to 
the room with the Pillars. Kain appears, so 
prepare to fight. 








wall. Acti\ate it and 
return to the main room. 

Step on each ol the 
platforms that were 
lowered with the 
switches to turn on the 
air in the pit helou. 

Jump into the pit and spread Ra/iel's win^s to 
float upwards. At the top of the shaft, glide 
through the higher, smaller opening. I here is a 
large hell straight forward and passageways 
leading to the left and to the right. Fake the 
turn to the right and follow it upwards to a 
door on the left; go through it to a gate. Shift 
to Spectral and pass through the gate. Find the 
Plane Portal in the corner of the room and 
shift to the Material Realm. In this room there 
are three alco\ es w ith pipes jutting out and six 
blocks w ith holes in them. You must arrange 
the blocks in the alcoves so the blocks torm a 
conduit with the pipes. Now move out of this 
room through the gate, return to the area wdth 
the hell and go down the opposite passageway 
from where you Just came. There is a door on 
the right; go through it to another gate, shift to 
the Spectral Realm and pass through the gate. 

In this room, use the Plane Portal to shift 
to the Material Realm and push the stacked 
blocks to the ledge where the Plane Portal w'as. 
jump onto the ledge and push the blocks down 
so they’re no longer stacked. This puzzle is very 
similar to the last one and involves placing the 
blocks into the hole in the walls to form a 
conduit with the pipes in the holes. After 
solving this room, return to the hell. 


Ring the bell, run to the 
shaft of air and glide directly 
across to the opening on the 
opposite side. Run forw^ard 
into the passageway and ring 
the second bell. This shatters 
a glass panel up by the first 
puzzle room. Make your 
w^ay back to the passageway that 
leads to the first block puzzle and activate the 
bellow switch on the pipe next to the wall. This 
opens a timed door by the second bell. Shift to 
Spectral to stop time, move through where the 
glass panel used to be and then through the 
timed door. After finding a Plane Portal 
further ahead, come back to this room and 
turn the knob on the right wall to lock the 
door open. Move through the doorway 
across from the door you entered through 
and into a tall room. Walk along the pipe that 
leads upw^ards along the w^alls to the 
passageway at the top of the room. Move along 
the passagew^ay until you reach a passageway 
that splits, then turn left. This passageway 
immediately splits to the left and right; both 
passageways lead to a red gate. Shift to 
Spectral, pass through the gate and shift back 
to the Material Realm with the Plane Portal on 
the other side. The passage immediately 
splits; take the turn to the left first. At the 
passageway is a room with 
on the ground. T he camera is zoomed 
out. Open the two lids closest to the camera. 
Now go back to the split and take the right 
passageway. This leads to another room with 
three lids on the ground with the camera 
zoomed out. Open the two lids farthest from 
the camera and close them both. 

Now^ go back to the other room and close 
the other tw'o lids. After this, open the centre 
one again and the one that you didn’t open 
before. Go back to the other room with the 
lids and do exactly the same. Now pass 
through the gate in the Spectral Realm and 
notice four knobs on the ground. Move along 
either passageway to a Plane Portal, shift to 
Material and return to the four knobs. Stand 
next to each knob and turn it to activate the 
tall air shaft behind the knobs. Jump into the 
air shaft and glide upwards. T here are two 
incomplete pipes on the walls. Complete 
them b) pushing the upright pipe segments 
into place. Now go through the passageway 
at the top of the shaft. Enter the room at the 
end of the passageway, turn to the right and 
turn the two knobs on the ground in front of 
- the right wall. This opens a doorway at the 
top of the room. Remember this room and 
the three pipes across from the doorway, 
because you need to come back here to reach 
the boss. 
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Behind this, through the passage, is a 
warp gate that you may want to 
activate. Swing the Soul Reaver 
at the door to open it, shift to 
Spectral Realm and pass through 
the gate beyond the door. Move to 
the right, use the Plane Portal to 
shift back to Material, then move to 
the passageway to the left. Follow^ this 
passageway and go through the next 
gate. There are large platform steps to the 
right of the gate; climb up them to the rooftop. 

Turn to the right and glide to the doorway 
on the right. Don’t follow^ this passageway. 
Instead, glide to the rooftop platform to the left 
as you face out. Jump up and climb to the 
higher rooftop platform connected to the one 
Raziel is on. Turn around and glide to the 
main entrance of the Cathedral and go in. 

Go through the passageway, drop down into 
a room with the first Zephonim Vampire, 
and climb up the other side of the room. 

Follow the next passageway to a large room, 
w ith a central pit and pipes branching out from 
it. Shift to Spectral, climb the far left pipe (use 
Rl) to the platform with the Plane Portal and 
shift to the Material Realm. Jump up to the 
platform above and follow the platlV)rms around 
the top of the room to a ledge near a doonvay. 
Move past the doorway to the right along the 
ledge to a wall s\\iteh and activate it. Go right, 
past the switch, through the doorway at the 
end of the ledge and into the passageway. Move 
along the passageway dow nwards to a gate and 
pass through it into the Spectral Realm. In the 
room past the gate, find the Plane Portal in the 
corner of the room and shift back to the 
Material Realm. Use the blocks in this room to 
complete the pictures on the walls; each block 
has a picture on one side. This pushes out a 
platform in the passageway you passed on the 
way to the switch. Go back through the gate, 
move up the passageway and go down the 
passagew'ay you first passed in the main room. 
At the end of the passageway is a switch on the 


FORCE GLYPH 


After defeating Melchiah and receiving the Pass Through 
Barriers ahiiity, you can go after the Force Giyph. 

After entering the Meichiah cian huiiding hy the 
cemetery, go down the spirai staircase and past the warp 
gate room to the first outdoor area. Jump into the water 
and take the underwater passageway to the right. At the 
end of the passageway, it opens up into a iake-iike area. 
Foiiow the left wall to a gate and pass through it in the 
Spectral Realm. Now move up the passageway past the 
gate to a Plane Portal and then shift to the Material 
Realm. Move forward into the circular room with the three 
pillars. Stand next to each pillar and push it over so the 
three pillars fall into the centre of the room, creating the 
Force Glyph symbol on the floor. You’re rewarded with the 
Force Glyph. 


farJeamiasr 












eoiution 


Use the platforms on the walls to reach the 
pipes then jump across to the doorway at the 
top of the room and go through it. Pass 
through the gate at the end of the passageway 
and jump down into the next room. Use the 
Plane Portal to shift to the Material Realm and 
turn the wheel switch opposite where the Plane 
Portal was. Climb up the pipe staircase to the 
doorway above and go through the passageway. 
Pass through the gate, into the next room and 
shift to the Material Realm. Climb along the 
pipes on the walls to the top of the room and 
enter the doorway. Follow the passageway to 
the next room with a wheel switch and a block. 
Pull the block away from the w^all (some 
platforms fall) and push it under the wheel 
switch. Activate the wheel switch by standing 
on the block. Now use the fallen platforms 
where the block was to reach the doorway 
above. Go through the doorway, along a 
passageway and into another big room with 
pipes on the walls. Use the pipes along the 
walls to reach the incomplete upright pipe 
piece and push it into place. Nou use the pipes 


on the walls to climb higher, find the wheel 
switch on the wall and activate it. It s time to 
fight the boss. Go back to the room you were 
supposed to remember, with the three pipes 
coming out of the wall. Jump to the pipes and 
glide upwards to the passageway above. Follow 
the passageway to the boss. There s a warp gate 
on the right before you reach the boss room. 

Zephon Boss Fight: 


E 
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After entering Zephon’s chamber when the 
puppet show has played, move close enough 
so he tries to stab you with his legs. VV^hen a 
leg gets stuck in the ground, attack the leg. 
This makes Zephon lay an egg. Grab the egg 
and run to the entrance, where a fallen 
hunter has a flamethrower burning, and pass 
the egg over the fire. Run a little towards 
Zephon, go into Look Around Mode and 
throw the burning egg at Zephon’s head. 
Continue getting eggs, lighting them on the 
fire and throwing them at Zephon until he is 
destroyed (three eggs). If you kill all his legs 
and you need more eggs, just slash his egg 
sack to release one. If you shift back into 
Spectral, pass into either of the two side 
passageways to find soul generators to 
replenish your health. After defeating Zephon 
you receive the Wall Crawling Ability. 

Tomb of Serafan: 


Find your way back to the Pillars where you 
first met Kain. Use VV^all Crawd on the thick 
stone pillar to the right of the entrance way 
to reach the ledge circling the inside of the 
dome. Follow it around to the doorway and 
move down the passage until you reach two 
doors. Both doors go to the same outside 
courtyard. Go through either one and jump 
down when the passageway ends. There is 
only one passageway out of the courtyard — 
go into it and follow along to the entrance to 
the Tomb of Serafan. To the left of the Tomb 
are some cliffs that lead to a Warp Gate. 
Enter the Tomb through the main entrance 
in the Spectral Realm and go down the 
corridor and through the door. 

Shift to the Material Realm, pull the 
stone block out of the wall and Raziel 
enters the main Tomb room. It seems 
like you’re at a dead end, so shift to 
Spectral and the floor drops out below 
Raziel. After falling down, move 
forward and pass through the gate into 
a room with water surrounding a square 
platform. Jump to the centre platform, 
then jump to the alcove on the lelt with 
the Plane Portal, and shift to Material. 
The Morlock mini boss appears ip the 
centre of this arena. 


STONE GLYPH 


After defeating Zephon and receiving the Wall Climbing 
ability, you can go after the Stone Glyph. After entering 
the Melchiah clan building by the cemetery, go down the 
spiral staircase and past the warp gate room to the first 
outdoor area. Jump into the water and take the 
underwater passageway to the left. At the end of the 
passageway, use the ledges to climb up out of the water 
and shift to Material with the Plane Portal here. 

Climb the wall directly behind the Plane Portal to the 
ledge above. Follow the passageway past the ledge to an 
outdoor area and move to a giant skull, which is the 
remains of Nupraptor’s Retreat. Jump through the left 
eye of the skull and follow the passageway to a 
cilmbable wall. Climb up the wall to the ledge above and 
then climb the wall on the right. At the top of the wall is 
a thin wooden platform in the air. Jump onto it and then 
to the ledge on the left. Turn Raziel away from the wall 
and shift to the Spectral Realm. A second thin wooden 
platform lowers to a reachable height; jump onto it. 

Walk along this wooden platform to the ledge above, 
turn to the left and there is a third thin wooden platform. 
Jump onto this wooden platform and follow it until it 
ends, then jump down to a ledge with a Plane Portal. 
Shift to Material and jump back onto the wooden 
platform above. Directly above the end of this wooden 
platform is a fourth wooden platform. Jump and climb up 
onto it. Move across this platform to a small set of steps 
and climb them to a thin stone platform. 

Follow the stone platform and jump to the next 
ledge. Turn to the right and jump up to the ledge above. 
At the top of the ledge, move to the doorway and enter 
the passageway beyond. The end of the passageway 
opens to an outdoor area which is actually made up of 
the jaw of the fallen skull below. At the edge of the jaw, 
turn to the left and look around in order to see a lower 
ledge, off to the left. Jump and glide to this ledge and 
then follow it along the side of the mountain. The ledge 
leads you to a cave in the mountain; go on through into 
the cave. 

When you pass two large fire pits, jump to the ledge 
on the right wall and push the block down off the ledge. 
Move the block into the next room. This is the Stone 
Glyph room. To solve this puzzle you must complete the 
mural along the walls in this room by pushing blocks into 
the holes in the wails and matching up the mural. There 
are six blocks with pictures on them and a few extra 
blocks. Most of the blocks are in the next room that can 
be reached from the passageways along the left and 
right wails. Use extra blocks to get the picture blocks 
off the raised platform in the adjoining room. Once all 
six blocks are placed in the correct holes and the mural 
is complete, you receive the Stone Glyph. 


Morlock Boss Fight: 

Jump to the centre of the arena, where the 
Morlock is waiting. Get close enough to 
auto-face and continuously slash and dodge 
the Morlock until he is in a waver state. 
Now pick him up and throw him into the 
water surrounding the centre platform. 
Defeating the Morlock boss gives Raziel the 
Force Projectile Abilitv. 















DIFFICULTY 3 





DIFFICULTY 3 


After defeating the Morlock boss, use the 
Force Projectile to shoot the block on one side 
of this room. Shoot it a second time and it 
falls, maldng a doorway for Raziel. Enter the 
next room, turn left, and walk down into the 
water, shifting back to the Spectral Realm. Go 
forward through the water; the path slopes 
back up and out of the water. Follow it up to a 
Plane Portal on a platform in the water Raziel 
Just came out of and switch to the Material 
Realm. Jump all the way across the water, 
move to the wall ahead and climb up the wall 
to the ledge above. At the top, turn around and 
glide to the pillar above the water to the left. 
Now use the Force Projectile to knock the 
stone block off the top of the next pillar and 
glide to it. Glide to the ledge with the staircase 
and enter the door at the top of the staircase. 
Turn to the right, follow the passageway to a 
gate, shift to the Spectral Realm and pass 
through it. Keep moving until you come to a 
room with a fence surrounding a stone block. 
Use the Force Projectile to push the stone 
block against the f^ar wall. Shift to the Spectral 
Realm and pass through the fence, jump from 
the block to the opening above and follow the 
passageway to a ledge above some water w ith a 
boat floating in it. It’s now time to enter the 
Drowned Abbey. 
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From the ledge above the boat floating in the 
water, glide to the boat. Move to the highest 
part of the boat to the far right and shift to 
the Spectral Realm. Jump to the ledge and 
enter the passageway that leads to a room 
with two doors. The right door goes to a Warp 
Gate. Move through the door to the left. Run 
down the hallway and use the Soul Reaver 
projectile to open the sliding set of double 
doors. At the ledge past the doors, glide to the 
pillar sticking up out of the water to the right. 
Follow the water around the centre building to 
the right, jumping on pillars and ledges until 
you reach a doorway. 

Go through the doorway and then through 
the door beyond. Follow the passageway 
beyond the door to a room w ith water Below. 
Move forward to the passageway opposite the 
way you came and open the gate/door there. 
Move to the next gate/door and go through it. 
The next big room has water in the centre, 
with pillars sticking up out of the water. 
Jump/glidc from pillar to pillar to reach the far 
side of the room and go through the doorway. 
This leads to another gate/door. Go through it 
and follow the passageway until it goes 


an Area: 


After defeating the Morlock boss in the Tomb of Seven and 
receiving the Force Projectile ability, you can go after the 
Sound Glyph. Return to the first lowest air shaft in the 
Silenced Cathedral. Move through the passageway at the 
bottom of the air shaft until you reach a small pit on the 
right side with a climbable wall at the edge of the pit. Climb 
up the wall, break the glass at the top with the Force 
Projectile, and enter the passageway at the top. 

At the end of the passageway is a gate; shift to the 
Spectral Realm and pass through it. At the far side of the 
next room, find the Plane Portal and shift to Material. Grab 
the bone-like stick on the wall behind the Plane Portal and 
move back to the gate where you entered the room. Use 
wall climb to climb up the wall to the side of the gate to 
the ledge above. Now go into look-around and throw the 
bone stick into the alcove to the left, next to the first pillar 
in this room. 

Shift to the Spectral Realm and jump and glide to the 
first pillar. At the top of the first pillar, use the Plane Portal 
to shift to Material, jump to the alcove on the left and 
retrieve the bone stick. Jump back to the pillar you were 
just on and turn to the left. Jump and glide to the next two 
pillars, crouch and set down the bone stick. Use the Force 
Projectile to break the stained glass window, pick up the 
bone stick, and throw the bone stick into the passageway 
beyond the third pillar. Shift to the Spectral Realm, jump 
into the passageway where you threw the bone stick and 
use the Portal Plane here to shift to the Material Realm. 
Pick up the bone stick and continue down this passageway 
to a room with a bell. Hit the bell with the bone stick to 
receive the Sound Glyph. 


After entering the circular chamber in the 
Spectral Realm, jump up the pillar staircase to 
the highest pillar and shift to the Material 
Realm. Rahah appears swimming in the water 
below Raziel. To deleat him you must shoot out 
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underwater. Go forward to an underwater 
room with a checkerboard Hoor, turn to the 
right and follow the wall to the corner of the 
room. At the corner turn to the left and notice 
a small ledge sticking out from the wall above 
Raziel. Jump to this ledge and then to the 
ledge above, just out ol the water. Use the 
Portal Plane here to shift back to the Material 
Realm and wall climb the wall to the ledge 
above. Turn around and jump across the 
rafters to the far side of the room, then enter 
the doorway to the left of the last rafter. 

Follow the passageway to a stained glass 
window and break it with the Force Projectile. 
Outside, jump across the stone ledges to the 
top of the circular building in the centre of 
the water. Move to the right along the top of 
the building and glide to the hell tower. Jump 
up, pull the chain to ring the bell, and then go 
down the circular staircase. At the bottom of 
the spiral staircase, move up the next staircase 
and enter the Rahah boss room. 


Rahab Boss Fight°. 


all eight circular windows along the walls of the 
room with the Force Projectile or Soul Reaver 
Projectile. At this time the boss does very little 
damage, but stay out of the water or Raziel 
reverts back to the Spectral Realm. Defeating 
Rahab gives Raziel the Swimming Ability. 


After defeating Rahab, leave the bell tower and go 
back to the underwater room inside the Abbey 
with the checkerboard floor. Now you can swim, 
find the wooden door on the side of the circular 
platform in this area and break it open with the 
Force Projectile. Swim down the spiral staircase 
and at the bottom turn to the left and follow the 
right-hand wall. The exit to this rcK)m is three 
w indows past the opening with a staircase leading 
downwards; go through it. Swim through this 
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solution 


WATER GLYPH 


After defeating Rahab and receiving the swimming ability, 
you can go after the Water Glyph. Return to the cliffs where 
the Vortex lies. Move across the bridge, then jump and 
glide to the platform across the Vortex and turn to the left. 
Jump to the passageway on the left and follow it along, 
then jump into the water at the end of the passageway. 
Swim through this underwater passageway until it opens up 
to a larger area and swim to the surface. Get out of the 
water and look for a small wooden door in the rock wail. 
Enter the door and go up the stairs. At the top of the 
stairs, pull the two blocks out of the wall and stack them 
on top of each other to get to the ledge at the top of the 
left wall. This leads to an opening on the right. Jump and 
glide over the water to the opening directly across. 

You are now in the Human City. Turn to the right and 
follow the hallway to a door. Go through it, turn to the left 
and go down the ramp. At the bottom of the ramp turn to 
the left, follow the hallway to the staircase and go up it. 
Follow this hallway to a circular room and go through the 
double set of doors on the left. You are now in the central 
part of the Human City. Move forward and jump into the 
water. Swim to the gate underwater, shift to the Spectral 
Realm and pass through the gate. Use the Plane Portal to 
shift back to the Material Realm and swim up the pipe. At 
the top the pipe opens up to a circular room. Find the hole 
in the wall and swim into it. Swim through this pipe until 
it opens to a small room, turn to the left and swim through 
this pipe. This pipe ends in a square room. 

Swim to the surface and jump out of the water to the 
right. Move up the stairs to the room with a statue; this is 
where the Water Glyph appears after you complete the 
puzzle. Go through the doorway to the right of the statue 
and up two sets of stairs. In the room at the top of the 
stairs, jump across the water, move directly to the wall and 
push the stone block out of the wall. Push the block into 
the water, and move it to the right into the lower room with 
a hole in the centre of the floor. Push the block into the 
hole in the floor and the room fills with water. Now return 
to the room with the statue to receive the Water Glyph. 


passageway to a tall circular room and swim 
through the next passageway, a little higher than 
the one you came through. Next you come to a 
bigger room with a bunch of alcoves. Find the one 
that leads out and follow^ it. \bu reach the room 
w^here you encountered the first Vampire Wraith 
- swim up the steps to the left and you 
are out of the water. Make your 
way back to the cliffs at the 
Vortex to enter the 
Ash Village. 


DIFFICULTY 4 


Move to the far side of the Vortex and jump into 
the w^ater. Swim up to the surface and do a 
crouch boost out of the water and onto the ledge 
above that was not accessible before. Follow^ the 
passageway until you reach an outside area 
where it is snowing. Move through the stone 
archway and continue forward a little way then 
go to the-right for a w^arp room. Once out, look 
on the pillars to find a surface suitable for 
climbing. Climb the pillar to the top and glide 
across the area below to the w^all on the far side 
of the canyon. Jump down into the courtyard 
and you are in the Ash Village. Move forward to 
the first set of doors and go through them. 

In the next courtyard, shift to the Spectral 
Realm and pass through the gate. Move 
forward, pass through the next gate and mo\c 
around the fenced-in courtyard to find the 
Portal Plane on the far side of the room. Shift 
to the Material Realm and face the fenced-in 
courtyard. Use the 1 orce Projectile to push 
the stone block inside the fence to the far side 
of the fence. Now shift to the Spectral Realm, 
pass through the fence into the courtyard and 
move to the block, jump onto the block, then 
to the ledge aho\e and shift to the Material 
Realm with the Portal Plane here. Move 
forward and fall down into the passageway 
below. Follow the passagewa\ to the left until 
the dead end. Pull the block out of the wall 
and place it below the ledge on the right wall. 
Jump up from the block onto the ledge and 
glide straight across the courtyard to the 
opening on the other side. Follow this 
passagewa) to a room w ith two pools of w^ater. 
Jump to the platform dixiding the pools and 
find the crank on the right to drain the w^ater. 
Use the blocks here to make a stack of three 


on the far side of the room, with a single 
block next to it. You need to get two blocks 
from the other side where there are four. To 
stack three blocks on each other, use the 
platform in the middle of the room to push one 
block onto the two already stacked. This lets you 
reach the ledge at the top of the room. 

Follow the next passagew^ay to a very large 
furnace room. On one side of the room is a wheel 
swdtch. Furn this first to swatch on the gas. Then 
move to the opposite side of the room and use the 
ground sw itch to turn on the fire. A cut scene 
plays, show ing the furnace lighting up and 
opening a few doors, (io through the door directly 
behind the Fire switch and follow the passageway. 

At the end of the passageway, push the 
stone block off the ledge and jump down. Stack 
the two blocks on top of each other and push 
them to the far side of the room. Use the 
blocks to jump up to the ledge above and 
follow the passageway. At the end ol the 
passageway, shift to the Spectral Realm and the 
room morphs. Jump to the ledge on the left, 
and follow' the ledges to the top of the room to 
find the Portal Plane. Shift to the Material 
Realm and then glide to the switch at the top 
of the room. Activate the switch to open the 
bottom door and jump down. Follow the 
passageway until it splits and turn to the right. 
Pull the block out of the wall and move it until 
it hits a step in the ffoor. Jump onto the block 
and into the room above. Jump onto the lowest 
pillar and shift to the Spectral Realm. Jump to 
the next pillar and shift to Material. Jump to 
the next pillar and shift to the Spectral Realm. 
Jump to the final pillar and shift back to the 
Material Realm. Now' jump into the opening 
that leads to the obelisk. Glide over the fence 
and ffip the obelisk, causing it to break open 
the gate leading to Dumah the Dumahim boss. 

Dumah Boss Fights 


DIFFICULTY 5 


Enter the room of Dumah and walk to him. 
Now pull out the three spears he’s impaled 
on. After he comes to life, make him follow 
you back to th(' furnace 
room. Use auto-face 
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to get him to follow you and once at the 
furnace room, activate the gas with the 
wheel switch. Now move to the far side of 
the room and use the floor switch to turn on 
the flame and incinerate him. If you lose 
time you have to go all the way back to his 
throne room and start again. You receive the 
Constrict Ability after defeating Dumah. 


Oracle’s Cave: 


DIFFICULTY 4 


Return to the beginning of the Ash Village, 
climb up the front gate and jump down. Turn 
to the left and follow the canyon to a sundial 
looking device in front of a large set of doors. 
Use Constrict on the sundial to open the 
doors and go in. Follow the passageway; 
there is a side passageway to a Warp Gate to 
the right. Continue on to a room with a large 
metal door. Shift to the Spectral Realm and a 
part of the left wall opens up. Move through 
it into a room with another sundial on the 
ground. Use the Plane Portal here to shift to 
the Material Realm and use Constrict on the 
sundial - this opens the two side doors. 

Go through the doorway to the right. 
When you come to a gate, shih to the 
Spectral Realm and pass through it. The 
passage turns to the lelt and there are two 
stone blocks in the wall, one on each side 
and an additional hole on the right. Pull out 
the left block and push it into the lowered 
area to the right. Now pull out the other 
block and push it into the hole where the 
first block was. Move hack to the area with 
the sundial and follow the opposite passage 
to pass through the gate. Grab the block 
you pushed into the lowered area and move 
it up into the hole in the wall with the ‘Z 
above it. Go back to the sundial area and 
return to the first passage where the two 
blocks originated. Pull out the other block 
and push it into the hole in the wall with 
the ‘O’ above it. This opens the main door 
with the OZ symbol on it in the lowered 
area. Move back to the sundial room. 

Constrict the sundial and go 
through the doorway 
\here the ‘OZ’ 
door opened. In 
the next room, 
turn to the 
right then to the 
^ left, and follow 
the passageway 

upwards to a gate. Shift to the 
Spectral Realm and pass through 
the gate. Continue forward and jump 
across the cliff, then turn to the right, 
jump to the alcove on the right with the 
Plane Portal and shift back to the Material 
Realm. Jump back to the cliff and continue 
forward to a room with a large door and two 
stone blocks. Move the two stone blocks in 


front of their respective holes in the w^all, 
then use the Force F^rojectile to push them 
into the holes. This opens the door. Now^ go 
through it. The next room has four columns 
surrounding a ‘9’ symbol on the ground. 

Use Constrict to turn all the white pointers 
on the columns towards the ‘9’ symbol on 
the ground. This open the door wdth the ‘9’ 
symbol on it back at the beginning of the 
Oracle Cave. Drop through the trapdoor in 
the ground and go through that door into 
the Oracle’s chamber. Use Constrict on the 
cauldron in the centre of the room to shift 
the room and go through the new doorway 
that appears. Follow the passageway 
downwards to a room with a large clock and 
two ground switches. Use the two swatches 
to change the hands on the clock to the six 
o’clock position, with one hand pointing up 
and the other pointing down. 

Now drop down into the hole below the clock 
and enter a room with four coloured lenses and 
a reflective light source in the centre. Use 
Constrict to turn the lenses to match the 
platform behind each lens. Turn the blue and 
red lens to blue ,and the red and green lens to 
green. On the side w ith the two lenses in a row, 
turn one to red and the other to blue to make 
purple. Now Constrict the centre light source 
towards each lens and the door in the room 
opens. Go through the doorway and follow the 
passageway to a set of double doors. Go through 
the doors and into the next puzzle room, with a 
clock on the floor and three coloured knobs. 
Look on the walls and notice three syinbols in 
coloured circles. These symbols match symbols 
on the floor in the clock. Constrict on each knob 
to turn the three coloured hands of the clock to 
the appropriate symbols on the floor. A 
passageway now' opens to leave this room. 

Follow' the passageway dow n and to the right 
until you reach a ver\ large room with two big 
gears on the ground with three stone blocks on 


FIRE GLYPH 


After defeating Rahab and receiving the swimming ability you 
can go after the Fire Glyph. Return to the cliffs where the Vortex 
lies, turn to the left and head into Raziel’s clan area. Go through 
the door at the end of the first passageway and into the first 
clan area with the staircase. Go past the gate that was opened 
earlier in the game and into the next clan area with a staircase. 
Go through the door on the left at the top of the staircase and 
follow the passageway. To the left is some water where you 
came out of the Drowned Abbey. Jump into the water, swim 
forward and swim through the passageway at the top of the wall 
in the next room. Follow the passageway to a circular room, 
grab an unlit torch from the wall and swim to the surface. 

Jump out of the water and find the open passageway that 
Is not blocked by a gate or a door. Go through this passageway 
and at the end go through the door. At the ledge, go into look- 
around mode and throw the unlit torch into the passageway at 
the far side of the room to pick up later. Now return to the 
room with the water and go through the passageway with the 
door. At the end of this passageway is a room with a set of 
double doors on the left and a crank on the right. TUrn the 
crank to open the timed set of doors, then immediately shift to 
the Spectral Realm to stop the doors from closing. Go through 
the doors and use the Plane Portal to shift back to the 
Material Realm. 

At the end of this passageway, jump down into the room 
with a gate and a crank on the wall. Turn the crank to open 
the door and go through where the gate was, back into the 
room with the water. Return to the room where you threw the 
unlit torch and shift to the Spectral Realm. This causes the 
pillars in the room to morph and create steps. Jump from 
pillar to pillar until you reach the passageway where you 
threw the unlit torch. Use the Portal Plane to shift to 
Material, pick up the torch and light it in the big bonfire 
here. Take the now-lit torch back into the room where you 
turned the crank to open the gate, in the room behind this 
one is a statue with four arms. Use the lit torch to light the 
basket the statue is holding. You receive the Fire Glyph. 
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solution 



through the doorway, ft)llo\\ it to a hole in the 
ground and jump in. In the passageway belou; 
move to a large area with three separate circular 
rooms. In each room you can see a knob on the 
ground with a partial symbol, and three partial 
symbols on the ground around the knob. 
Constrict on each knob to turn it and form a 
complete symbol. Once all the symbols are 
completed, a swinging platform becomes active 
in each room. Jum[) onto the swinging platform 


one side. Lift the stone block aw^ay and the gear$ 
begin to spin. Now jump onto the pillar next to 
the spinning gears by using the pillars in the 
centre of the cogs and shift to the Spectral 
Realm. This shifts the pillar towards the ledge 
on the side of the room. Follow the ledge to the 
Plane Portal, shift to Material, and continue 
along the ledge to the mov ing pendulum. Wait 
for it to swing towards Ra/.iel, jump onto the top 
of it, ride it to the doorway and jump off. 

Jump dowTi into the next passagew^ay and 
follow^ it downwards until you see the first fence 
on the right. Use the Force Projectile to push the 
stone block on the other side of the fence so it 
falls down. Continue down the main passageway 
to the next fence on the right side. Use the Force 
Projectile to push this block past this fence so it 
falls down. Keep moving along the main 
passageway to the room at the bottom. /Vrrange 
the four blocks here so the pattern on the top of 
the blocks matches the pattern on the floor in 
the centre and the door in this room opens. Go 


and ride it to the alcove in each room with a 
sw itch. Flip all three switches to open a door 
back in the main passageway and go through it. 
This passageway leads to many automatic puppet 
shows and then to the main room with the final 
Kain encounter. Make sure, though, that towards 
'the end of the passage you activate the Warp 
.^ate on the left-hand side. 

Final Kain Encounters 


DIFFICULTY 5 


Kain appears on all three tiers of this large 

ular room. He starts on the lowest tier; 
hit him once with the Soul Reaver, and 
he moves up to the next tier. Move to 
the next tier and hit him again with 
the Soul Reaver. Kain moves to the 
top tier; hit him again with the Soul 
Reav'er and then follow him into 
the Star Portal. You move into the 
area with Mobius where the 
game ends, until the sequel... 
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After defeating Rahab and receiving the swimming ability, 
you can go after the Sunlight Glyph. Return to the front 
gate of the Silenced Cathedral. Jump into the moat and 
swim to the right to a gate underwater. Shift to the Spectral 
Realm and pass through the gate. Move along the 
passageway to a circular room with a Plane Portal and shift 
to the Material Realm. Swim up to the passageway above 
and go in it. The passageway opens up to an outdoor area, 
and along the right wall is a passageway to a warp gate. 

Swim to the surface in the main area and find a 
ledge to jump out of the water. You need to use ledges 
to reach the top of the lighthouse high above. Move to 
the right and jump up to the ledge to the right. You are 
now on the base of the lighthouse. Move to the right 
and jump onto the ledge to the right. Now jump and 
glide to the ledge to the right with the Ronin on it. Turn 
to the right and jump and glide to the next ledge to the 
right. Stand at the right portion of this ledge and jump 
to the ledge above. Now stand on the left side of this 
ledge and jump to the next ledge above. Enter the cave 
on this ledge and follow it up until you go outside again. 
Turn to the left, jump and glide to the top of the 
lighthouse. At the left side of the lighthouse, enter a 
cave, and follow the passageway to a door. Go through 
the door and a puppet-show plays, showing the path 
leading downwards. Move down the path and go into the 
first alcove on the left to a door. Enter the door and 
follow the passageway along to a large room with a 
crank on the right wail. Climb up the structure in the 
centre of the room, up to the top, and push the block 
off the structure. Move the block near the crank on the 
wall. If you turn the crank on the wall, the turnstile in 
the centre of the room spins around, flames appear on 
the walls and the turnstile winds back in the opposite 
direction. The objective of this puzzle is to position the 
block next to the turnstile in the centre of the room. 

Turn the crank, and quickly push the block into place 
so it stops the turnstile from spinning backwards. This 
keeps the flames on the wall lit. Travel back outside to the 
path leading downwards. Follow the path downwards and 


enter the passageway on the left at the bottom. At the end 
of this passageway is a room with pillars where you return 
later to collect the Sunlight Glyph. Go back outside to the 
path and face the water. Jump across the circular 
platforms in the water to the base of the lighthouse and 
enter the doorway there. Follow this passageway to a 
circular room with a catwalk that follows the walls to the 
bottom of the room. Jump down to the bottom of the room 
and move Into the open passageway. The passageway 
opens up to a set of large rooms. 

Turn to the left and go through the triangular 
archway into the next room. Now shift to the Spectral 
Realm, and continue through the next two rooms to a 
Plane Portal and shift back to the Material Realm. Go 
through the door past the Plane Portal and follow the 
passageway. The passageway leads to a double set of 
doors. Go through them into the next room. Move to the 
left and jump into the pit with four blocks and two pipes 
sticking out from the walls of the pit. All four blocks 
have holes in them. You must arrange the blocks so they 
make a conduit between the two pipes. Now with the 
blocks in place, jump out of the pit and follow one of the 
pipes through a passageway to a wheel switch on the 
wall at the end of the passageway. 

Activate the switch to turn on the water and the 
waterwheel begins to turn, activating the bellows back by 
the double set of doors. Use the steam to the right of the 
waterwheel to glide upwards to the bellows behind the 
waterwheel. Walk up the bellows and, when the bellows 
are in their highest position. Jump to the catwalk. Move 
along the catwalks to the left to the top of the room and 
enter the doorway. Follow this passageway to a large room 
with pistons moving up and down. 

Travel to the far side of the room and jump down 
through one of the holes the floor. Now travel back to the 
tall round room, up the catwalks along the walls of the 
room to the top and go outside to the base of the 
lighthouse. Now return to the room with the pillars across 
the water to collect the Sunlight Glyph. 
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luded with this edition of Dreamcast Monthly you have 
a free copy of the promotional edition of Dreamcast 
met guide. This official Sega guide will help to get you 
started in exploring the Internet on your Dreamcast. 

)rder to get the most out of the Internet the full version 
ludes a vast range of extra information, covering all you 
need to fully access the Internet from your system and 
make the most of your Dreamcast's internet capabilities 
(outlined on pages 4 and 5 of your book) 

Get the most from Dreamarena Chat • 
That annoying Error 205 • Use Search Engines 
properly • Online Security • Setting up and 
running Web Based Email • Downloading to your 
VM • Dealing with Spam • Posting to 
Newsgroups • The world of online gaming 
How to create your very own website • Booking 
flights online • Finding the perfect partner • 
Buying from online shops and auctions 

IS the complete website guide, an essential glossary and 
nt smileys, make the full version of Dreamcast Internet 
an essential part of any Dreamcast owners collection. 

now from EB, Game, Virgin Megastore, HMV, MVC 
and all other leading Dreamcast Retailers. 


Master the Internet with the full version of 

Dreamcast Internet Guide RRP £9.99 









Buy one get one free 

Buy Dreamcast Internet guide for £9.99 and for a linnited 
period get Definitive Dreamcast Cheats, Tips and Solutions 

RRP £9.99, Absolutely Free 


TDreimcast 


Address: 


i Both Dreamcast Internet Guide & Defininitive Dreamcast 
I Cheats, Tips and Solutions for just £9.99 including postage, 
j Only for a linnited time at Dreamshop or Direct from FKB 

1 Name: 


Postcode: 


Return to: FKB Publishing, ODC Offer, F2 Well Park, Willeys Avenue, Exeter EX2 8BE 

coupon valid until 30/06/2000 


www.dreamcast-europe.com 


SEGA and Dreamcast are either registered trademarks 
or trademarks of Sega Enterprises, Ltd 


Contact telephone: 

I j I enclose Cheque/Postal order for £9.99 made payable to FKB Publishing 
Q Please debit my payment card for £9.99 

Card details Visa Q Mastercard [[] Switch Q Switch Issue No: md 

card NrrmbernnnnnnnnnnnnDnnnnn 

Expiry Date rjrU/'rilll] Signature 















Take on the most gruesome 
hordes of levels with DCM’s 


id battle youHva^through 
nts and secrets... 


nemies 


Apildoo Ifreammsf MONTHtr 





^hc, CZe^cs 

To access level codes and cheat codes, press and hold down the left directional button 
and the green [Y] button simultaneously as the Soul Fighter logo comes onto the main 
screen (after the intro sequence). Go to Options, then select EXIT on the controls 
screen. You can now enter codes by repeating Options, and EXIT on the controls screen 
(remember to enter cheat codes first, followed by Level codes). 

UodlCeias I !!!*“! 


Level 2 

AABXYA 

Level 3 

XAYAAB 

Level 4 

YYBAXA 

Level 5 

BABXXY 

Level 6 

XAXBYY 

Level 7 

ABXBYB 

Level 8 

YBBAXY 


(Zheal C-cics 

High Energy 
All Weapons 




One of the most dangerous adversaries, 
as these are the transformed bodies of 
the elite of Gomar's former noble 
warriors, trained in the use of the sword 
and equipped with the cunning of their 
new animal forms. 


feoiffcasf 


Don’t be fooled by the lack of weapons 
here. The Rhino is a formidable foe, 
not least for his sheer size and 
physical prowess. One blow from those 
mighty paws could spell the end of 
your days of wandering. 




Queen Antea and her son, Feiies, have 
not been idle during their time in exile. 
The kinsmen of Gomar have been 
transformed into animal images of their 
former selves and now serve the 
powers of darkness. Many of the 
enemies have distinctive fighting 
styles, as well as a variety of weapons 
at their disposal to stop the player 
from completing their quest. 

Here is a selection of the enemy-types 
you will meet on your travels. 

The Pigs fOrksl: 

Though renowned for their supposed 
intelligence in reai-llfe, there is 
nothing too smart about these enemies. 
Armed with vicious, spiked clubs, all 
they want to do is shed your blood at 
the earliest opportunity. 
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When you begin a game, your character 
starts off with 100 energy points. During 
combat, some opponents may drop a 
power up that you can collect. There 
are also power ups contained within the '' 
chests scattered around the levels. In 
each chest, there is either a power up 
or a scroll, which gives a description 
of a new move (some special moves 
are blocked before the player finds the 
appropriate chest). 




PIG 

CHICKEN 

FISH 

WATER 

FRUIT 

HORSE 

GEM 

RING 

GOLD BAG 
GOLD INGOT 
SCROLL 


24 energy points 
6 energy points 
16 energy points 
12 energy points 
8 energy points 
Full energy back 
500 points in score 
500 points in score 
500 points in score 
500 points in score 
Gives information 
about game moves 
and hazards 
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Inhabiting the foul swamps of the 
outlands, these evil-smelling creatures 
will try to drag you down into their damp 
dwellings. Armed with ferocious, 
electrically charged tridents -- one touch 
could sink you and the hopes of Gomar. 




filing 


Time your attack carefully to get your shots in 
before the enemy does. Once the enemy is 
down, you can't actually cause any damage 
just by walking on them, but that doesn't 
mean you can't kick them while they're down. 

In order to cause damage, weapons, fists 
and feet must reach a body part of an 
opponent. Different contacts will cause 
greater or lesser amounts of damage. 

The fun part is working out which ones 
hurt most... 


/HtiUiffU ^iis 

if you succeed in hitting an enemy several 
times in a row, you will score extra points, 
and be rewarded with some glowing praise to 
boot. Listen out for your commendations. 

Flesh/wood/iron. The materials that enter 
into contact will determine the sound played 
- there are some bone-crunching sound 
effects. The hero will always turn towards the 
nearest enemy, making the fighting easier to 
start with. However, once fighting begins, the 
player can switch to other enemies at will. 
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So far you've only met opponents on the 
ground, so be prepared to look up once 
in a while as well. Flying in from above, 
the Ravens will try to kick you to the 
floor using their taloned feet, as well as 
beat you with their mighty wings. 




Well-known for their deviousness, these 
Rats are heavily armed with long range 
crossbows, but are not as effective in . 
close melee. Try to get in close as 
quickly as possible to attack them. 


Like the Ravens, these Flies will attack 
from above, but not only with vicious 
claws and feet - stand back from them and 
they will spit vile, green and damaging 
mucous at you. Avoid at ail costs. 


l^(La‘i)cn Ci^i 

If you pick up any weapons along the way or from chests, you can access them by 
pressing the Right Trigger. This will switch you to first person perspective mode, 
showing a cross-hair that changes colour to red when an enemy is targeted. 


/ 
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Though it may seem that firing off a quarrel or throwing a knife would be more effective 
in fast-action combat situations, the slower wepilons actually cause more damage, so 
choose wisely before you attack. _ 


As they slither across the floor, snakes are 
notoriously difficult to defend against. 

Be prepared to use your defensive 
skills as they make random 
strikes against you. 




^ Armed with two short 

f ^ daggers, the Wolf Is 

^ ideally equipped for 

* ** close, hand-to-hand 

- combat. Couple this 

with Its enormous strength, and you can 
see why the Wolf should be taken out 
from afar when at all possible. 


Zeenus: 


q Most of Gomar's 

\ former sailing force 

\ 4 ^ has been 

W V transformed into 
these sea-dwellers 

- and, though not 

quick, they can do untold damage with 
their short pirate swords when they 
attack en masse. 


Waltus: 


Obstinate, stubborn 
always ready for 
" W ^ a fight, the Rams are 
^ ^ armed with doubie- 

headed Pugll Sticks 
that are difficult to 
get past in close combat. Be sure to line 
up some combo attacks to defeat them. 


Baymus: 


KfRiTTTTnn?^ 


Skilled in the arts of gladiatorial 
warfare, the skeletons may not be the 
strongest enemies you will come up 
' against, but they will certainly slow your 
progress through each level. 
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The most frightening of the aerial 
enemies, equipped with razor-sharp 
claws and incredibly strong wings. Bats 
are also capable of spitting firebolts 
from a distance, so evasive measures 
are essential to defend against them. 




Like the Raven, the Vulture will attack 
from above and, like its real-life 
counterpart, will usually join In a 
multiple enemy attack to pick you off 
when injured. Watch out for its clawed 
feet and wing combo attack. 


Klauticus: 


aniprliciis: _ 


Robomouse: _ 


Half mouse-half robot, but do not be taken 
in by the minute size of this robotic freak's 
head. What it may tack In Intelligence is 
more than made up for by the sheer bulk 
of its body and the lethal nature of its 
electronic discharges. Be warned. 


Both the zombie monsters and the 
Frankenstein-type monsters have 
incredible strength and will knock you to 
the floor with a single blow. Beware of 
the vicious headbutts and foul fireball 
breath in close combat. 


f 


Barffant: _ 


Again, no weapons here, but the gorillas 
are notoriously difficult to defeat due to 
their sheer physical presence. The fact 
that they usually attack in numbers adds 
further to your problems. 


I animal, the Hyena 
is fast and cunning 
Extremely skilled 
with the short 
sword, so be 

careful not to turn your back on the 
Hyena, or you may find yourself literally 
stabbed in the back. 


Hiski: _ 

Like the real 
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Carrying no weapons, 
the tiger can be 
perceived as an easy 
target. Do not be 
misled. Their claws have mutated into 
razo^sharp kilting machines, designed 
to inflict maximum damage on contact. 


lOSCIiSL^ 


Even more lethal 
than its normal 
counterpart, the 
white tiger carries 
two short swords 
and is exceptionally skilled in their use. 
Again, long distance attacks are advised 
where possible. 


/{iiack 

Different enemies take different times to 
respond to attacks. Work out which ones 
are the slowcoaches and plan your 
attacks to perfection to make the most 
of any brief breathing space. 


As you progress through each level and gain mastery of the battle techniques, do not forget 
to practise your defensive skills. At the end of each level you will meet an exceptionally 
tough end of level boss who will test your skills to the limit. Not only are these bosses more 
aggressive than the other enemies, but they can also interrupt any combos you might ' 
prepare for them, which means you will have to rely on your skills and cunning to progress 
to the next stage. Note that using combo moves causes more damage, but makes enemies 
more aggressive, as does the use of throwing, first person weapons - they just don't like it! 


/isUe.'f>//^ioakA 


Some enemies may appear to be 
sleeping, lazing around on the ground 
when you approach them. Be sure to 
attack those first, as they will be slower 
to react than those that are on guard 


Like the main characters, each enemy 
has an energy level. When the player hits 
an enemy, each hit takes away a certain 
amount of energy (this can be seen on the 
top right of the screen). The enemy is 
dead when its energy level reaches zero. 


Each enemy has a certain aggression 
level which increases when the player 
fires weapons at them in the first person 
perspective mode or attacks continually 
at close range. Be warned, an angry 
animal is a deadly animal. 




S 0.3. 
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Get the most from your 
Dreamcast games with DCM’s 
cheats, hints and codes... 






TEE OFF 




HYDRO 

THUNDER 


mtSanKasf 


JO JO’S 
BIZARRE 
ADVENTURE 


VIGILANTE 8: 
2ND OFFENSE 

To access the 
Password 
screen, go to 

the Options menu, choose 
‘Game Status’, highlight a 
character and press <=■+'=>. 


Enter the following passwords: 


DRIVE.ONLY 

Disables the wheel 
attachment icons. 


GO.MONSTER 

Big wheels. 


GO.RAMMING 

Increases car’s weight and 
ramming ability. 


GO.SLOW.MO 

Slow motion. 


BLAST.FIRE 

stronger missiles. 


MORE.SPEED 

Faster cars. 


NO.GRAVITY 

Reduced gravity. 


HOME.ALONE 

Solo play. 


JACK_IT_UP 

Higher suspensions. 


LONG.MOVIE 

See ending FMV. 


UNDER.FIRE 

Enemies attack 
simultaneously. 


MtXES.CARS 

Able to pick the same car in 
multi-player. 


QUICK.PLAY 

Instant action. 


RAPID.FIRE 

Rapid fire. | 


I 
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Get more players, 
balls, and clubs 


To perform this 
cheat you must be in World 
Mode. On the very last course 
play 15 holes and make sure 
you are in first place, then save 
it. Once you have won the 
tournament let the credits go 
and then get your new player, 
ball and club. Once you have 
saved the new features, reload 
your old file and play again. 
Each time you will get a new 
player, ball and club. 


Kid Mode (Jo Jo’s Bizarre 
Adventure) 

Beat more than fifteen characters in 
survival mode to unlock kid mode, the 
characters then appear as kids. 

Piay as Young Joseph (Jo 
Jo’s Bizarre Adventure) 

Complete arcade mode as Joseph. 

Piay as Evii Dio (Heritage 
For The Future) 

Complete challenge mode as Dio to 
unlock Evil Dio 

Piay as Young Joseph 
(Heritage For The Future) 

Complete challenge mode with Joseph. 

Play as Dio (Jo Jo’s 
Bizarre Adventure) 

Complete arcade mode with Jotaro 

Play as Evii Dio (Jo Jo’s 
Bizarre Adventure) 

Complete arcade mode with Dio. 


Extra T^ack 

Before starting a game, go to 
the options menu and highlight 
‘Back.’ Now press ^ ^, 

^^^, Start. You’ll open 
a new track. 

Extra Boat 

Open all the tracks and 
highlight Thresher at the Boat 
Selection screen. Now hold <= 
+ => and press View twice. 
Choose the Thresher and you’ll 
be in a fishing boat. 
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Expert Mode 

Hold O+O+Startatthe 
character select screen. 

Different Day 

This will give you a different 
starting point and location. 


Press '=^> at the driver 
select screen then 
press and hold => while 
you choose your driver. 


No Marked 
Destination 

Hold <='+Start before 
the driver select screen. 


God Mode 

During a single player game, 
press <=> + ^^ + X (or B) on 
controller 2 to toggle 
invincibility and infinite ammo. 


Al Toggie 

During a single player game, press 
<=> + «=>+ A on controller 2 to 
toggle enemy firing. 


MO 


Win European Title to unlock Sable, 
Marc Mero, Trainer, New Creations 
Options, and Squeak Mode. 


Win Heavyweight Title to unlock 
Head, Beep Mode, and Ego Cheat. 


Win King of the Ring PPV to unlock 
Kurrgan and Taka Michinoku. 


Win Royal Rumble PPV to unlock 
Jerry Lawler and Paul Bearer. 


Win Intercontinental Title to 
unlock Chyna, Jaqueline, Extra 
Attribute points in Creation, and 
Big Head Mode. 


Win SummerSlam PPV to unlock 
Shawn Michaels and Sgt. Slaughter. 


Throw Your Opponent 
Out Of The Ring 

To toss your opponent, you must first 
stun him. Then press o, <=■, Block 
to lift your opponent. Carry him to the 
ropes and press Kick to toss him. 


Bonus Wrestlers, Extras 

Win different titles and PPV events 
in Career mode with any wrestler 
under any difficulty setting to 
unlock hidden wrestlers and extra 
modes. As you win, new modes 
and wrestlers will become available: 


CRAZY TAXI 


Secret Push Bike 

Beat every Crazy Box level to 
unlock the Secret Push Bike 
for each character. To choose 
the bike, hold o + o and 
press ^ or ^ while 
choosing your character. 




























































SOUL REAVER 


All Abilities 

Pause the game, then hold <=■ 
or ^ and press ^ (2), ^, 
=0(2), <=■, Devour, =>, O, 

^. Now, resume the game to 
have the ability to phase 
through gates, climb walls, fire 
force projectiles, swim, and 
have the Soul Reaver. 

Refill Health 

Pause the game, then hold o 
or =o and press ^, Devour, 
^^ If you 
entered the code correctly, you 
will hear a sound. 

Maximum Health 

Pause the game, then hold O 
or => and press -=0, Devour, 
^^^. If you 
entered the code correctly, you 
will hear a sound. 

Upgrade Health 

Pause the game, then hold o 
or ■=> and press =0, Jump, 
Shoot, . If you 
entered the code correctly, you 
will hear a sound. 

Refill Magic 

Pause the game, then hold 
<=> or ■=> and press ‘=>(2), 
<=>, Shoot, =0, ^ . If you 
entered the code correctly, 
you will hear a sound. 

Maximum Magic 

Pause the game, then hold 
or ■=> and press Shoot, 
■=^>, ^ ^ , Shoot, 

<>. If you have entered the 
code correctly, you will hear 
a sound. 

Pass Through 
Barriers 

Pause the game, then hold 
<=■ or =C> and press ^ , 
Devour (2), <^, ■=>, 

Shoot, ^ . If you entered 
the code correctly, you will 
hear a sound. 

Wail Climbing 

Pause the game, then hold 
<=> or and press 
Shoot, ^, 0(2), <>, 

^ . If you entered the 

code correctly, you will 
hear a sound. 


Hurt Raziel 

Pause the game, then hold 
O or and press o, 
Devour, ^ (2), ^ . If you 
entered the code correctly, 
you will hear a sound. 

Soul Reaver 

Pause the game, then hold 
O or ■=> and press ^ , 
Shoot, 0(2), ^^(2), 

^ (2), O, Shoot, ^ 

If you have entered the 
code correctly, you will 
hear a sound. 

Aerial Reaver 

Pause the game, then hold 
O or =i> and press Jump, 
^ (2), Shoot, 0(2), 

^ . If you entered the 
code correctly, you will hear 
a sound. 



Kain Reaver 

Pause the game, then hold 
O or ■=> and press Jump, 
Devour, =0, Shoot, 0(2), 
-0 . If you entered the 
code correctly, you will hear 
a sound. 

Fire Reaver 

Pause the game, then hold 
O or ^ and press ^ , 

"O', ^ , o, 

Devour, '=>, . If you 

entered the code correctly, 
you will hear a sound. 

Make Fire Reaver 

Pause the game, then hold 
o or =0 and press 
Shoot, , Devour, 

^ . If you entered the 
code correctly, you will 
hear a sound. 


Force 

Pause the game, then hold 
O or ^ and press <=■, 
Devour, <=,■=>, O. If you 
entered the code correctly, 
you will hear a sound. 

Constrict 

Pause the game, then hold 
O or => and press ^ , 
0 { 2 ), Devour, (2), 
^ . If you entered the 
code correctly, you will 
hear a sound. 

Force Giyph 

Pause the game, then hold 
O or and press , 

<>=, Shoot, ^ ^. If you 
entered the code correctly, 
you will hear a sound. 

stone Giyph 

Pause the game, then hold <=■ 
or o and press ^, Devour, 

, o, ^, '=>(2). If you 
entered the code correctly, you 
will hear a sound. 

Sound Glyph 

Pause the game, then hold <=• 
or ^ and press =0(2), ^, 
Devour, ^ (2), ^. If you 
entered the code correctly, you 
will hear a sound. 

Water Glyph 

Pause the game, then hold 
<=> or =0 and press ^ , 
Devour, ^ If you 

entered the code correctly, 
you will hear a sound. 

Sunlight Glyph 

Pause the game, then hold <=■ 
or ■=> and press <=■, Devour, 
<^, =>, =0, 0^(2), O.lf 
you entered the code correctly, 
you will hear a sound. 

Shift At Any Time 

Pause the game, then hold 
or =0 and press ^ (2), 
^ , 0(2), O, Devour, 
0,0, . If you entered 

the code correctly, you will 
hear a sound. 
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HARDCORE 
REVOLUTION 


All Weapons 

While playing press 
A, A, O , Y, A, O 


Full Health 

While playing press: ^ , A. X, B, X. 

Friendly Enemies 

While playing press: B, ^ , A, ^ , X, Y 

Skip Level 

While playing press: , B, Y, , o. 

Speed Booster 

While playing press: ^, X. , B, A, Y 

Invincibility 

While playing press: Y, O, B, <=■. X, . 


Big Feet Mode 

Complete the Career Mode with 
Balls Mahoney. 

Fat Wrestler Mode 

Complete the Career Mode with Spike. 

Wrestle as Bill Alfonso 

Complete the Career Mode with Rob 
Van Dam. 

Wrestle as Joey Styles 

Complete the Career Mode and gain 
the Acclaim Belt. 

Random Head Mode 

Complete the Career Mode with 
Louie Spicolli. 


14 } fou'ii snii 

STUCK! 
CAll ME 


. ^ ^ 4 SIMPLE CALL AHD YOU YE COT THE CHEAT! 

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL 
PRESS O TO RESTART SERVICE PRESS 0 TO MOVE BACK ONE STEP 

PERSONS AGED LANDER 1^ CALI- XMIS NLIA/%BER ONLY 


Calls ta the aha's^e numbers cast 60p a mmute 

rtiis service should only be used with the ogreement of the person responsible for paying the bill Colls to the number for persons oged under 16 yeors hove o maximum cost of 
cioO, the coll will be terminoted by fored releose after 5 minutes. Colls to the number for persons aged 16 yeors and over hove no maximum cost ond coll time restrictions. 
Ensure you ore calling from a touch tone phone. Pleose put comments or queries in writing to' Interadive Tekom Ltd., 8 Grants Walk, P125 5AA 
or coll CUSTOMER SERVICE: 0800 1 O 8 2 T'8 4 

Check out our new web site at www.cheafsunlimited.com 


















Best wade Prices in U.K! tfv 

Price are subject to change without notice! - " 


DREAMCAST - Uroversal NTSC 
Runs US/JAP n« 

Virtual StriKer 2 EBEST 

Street Fiohtei 3 Third impact CCaH 

Zombie Revenoe fcall 

Vitiial On 2 C Call 

Giga Wing Ecail 

Star Gladiators 2 fCall 

Saul Calibur £48 99 

Slat Gladiators 2 £48.99 

Cool Boarders £39.99 

Sega RalV 2 £34 99 

Sheet Fighter Zero 3 £34.99 

Some Adventure international £29.99 

Virtual Fighter 3 £29 99 

DREAMCAST MEMORY CARO 4M - 
PC Compatible lor e-mailing levels etc. 
Oreamtasl Pal Booster - 
Irnpofl in colour on any T.V. £19.99 

SVGA Cable DC to PC £25 

Arcade Stick. Virtual Memory Card. 
Joypads, Scart Lead. S-Vhs Lead £Call 
Saturn 

4 in 1 Univeisal Convertei UK/US./ -■ 
JAF S. RAM Cartridge r £28 99 

Saturn Chip £20 

Dungeons & Dragon. SFZ3. £Cali 


Link Cable £12 Scart Lead £12 

Ptaystation Hardware 

Pocket Station £44.99 

Universal Playstation £99 

PS 900X Action Replay/Playstation 
Game Hunter Let you Play UKAJS.^JAP 
■'CDR Games - (50 PCS £4 00) £17 99 

Playstation FF8 Stealin Chip - 
including full iiKtructions £5 

Playstation Replacement Paris £Cali 

Playstation Lawr j : '7' J £34 99 
Playstation Cases - -Wi 

Blue. red. dear etc. lii fiTarl £19.99 

Playstation Power Boards £19 99 
Playstation Cables fCaH 

Playstation Scart Lead £3.99 

Playstation Pal Booster (Games in Biack 
& While? You need this) £15 

Playstallon Controllers CCall 

Dance Dance Mats £Call 

Playstation Guns ECall 

MamcoGun £21.99 

Memory Cards njiSmrt ^^all 

Colour 8m £8 

Playstation Games £Call 

Grand Tourisinio 2 JAP CCall 

Ace Combat 3 US CCall 


Suikoden 2 US CCall 

ReisdenI Evil 3 USA £Ca« 

Video CD's iMpegt) CCall 

Playstation VCD Card £39 (not DVD) 
availaire for latest 900X PtaysUtionI CCall 

Nintendo 64 

Niniendo 84 Unrveisal 
Nintendo 64 to Gameboy Adapiei 
Games 

Donkey Kong 64 Nintendo 
Perfect Dark 
Jet Force Gemini 
Pokemon Snap 

Gameboy 

Gameboy Color Unit Vfelimv 
Gameboy Exchanger 
16M Blank Gameboy Cart 

Pokemon 

Pokemon RED/ BLUE/YELLOW £22.99 
POKEMON YELLOW Bundle inc. 
Gameboy and Poke Yellow Game £Cal! 
Pokemon Pinball £29.99 

Trading Cards £Cal! 

Pokemon Plush Various Characters ECall 


Pokemon TShuls 


tel: 01834 869268/0410 425019 

www.consolekingxom Sales@consoleklng.com 



mtBstvwsiimllMGM 

hiclMColBiiravillalite 


PikachuViitual Pet £ 19.99 

Please send resistered 
cash, cheques, postal 
orders to - Console King, 
PO Box 6, Narberth, 
Wales, SA67 7yG! 

NEO GEO POCKET.' 
PLAYSTAT10N/0REAMCAST 
AVAILABLE 

PLEASE E-MAIUWRITE OR 
FAX US FOR A USTt 
Credit Card Hotline 

‘01834 869268/ 

0410 425019 
Fax:- 01834 860 692 
www.consoleking.com 
sal8s@consoleking.com 



King 

ESTABLISHED 1995 




The Beet Melt Order Bernes on the Internet 

Tel: 0181-789 7196 


287 8RIDGE ROXVD 

l-OISIDOISf SVI/^1 S 2ff>T 

Visit our web site at: www.cybepnet-fiimstudio.com 
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Buy Any Game and Get 2nd for Ha/f Price 


TO ADVERTISE IN 
THIS SPACE CALL 

GIOVANNA 

HALTON 

01202 679000 


VIDEO CAME CENTRE 


WE HAVE A HUGE RANGE OF NEW 
AND USED CONSOLES, GAMES & 
ACCESSORtES. INCLUDING THE 
LATEST IMPORTS FROM THE USA & 
JAPAN. WE ALSO HAVE A LARGE 
RANGE OF GAMES FOR THE OLDER 
GAMES SYSTEMS. 



PlayStation 


PLAYSTATION, SATURN, NINTENDO 64, 
MEGA DRIVE, SUPER NINTENDO, LYNX, 
GAMEBOY, 300, JAGUAR, MEGA CD, 

NEO GEO (CD), PC ENGINE, TURBO 16 & 
COMING SOON... DREAMCAST 

870 WIMBORNE ROAD, MOORDOWN, 
BOURNEMOUTH BHO 2DR 

TEL/FAX: 01202 527314 
www.videogamec.demon.co.uk 

NOW OPEN SUNDAY (11AM-4PM) 


IHI < 0 > IT L II tNQ S 





Calls ta the ahayre number cast ^Op a minute 


All entries must be received by the final closing date of 
31st May 2000 for the DVD prize draw. Monthly draws will 
be mode on the 1 st day of each and every month for the 
gomes voucher and cheat books. 


Maximum tost of £3, pleose ask permission before calling. After the closing dote, this service moy be replaced by o similar cornpetition. , 

_ For rule s, or winners names, send S.A.E. to Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA | 

ordi gBEsuKS aaBCB ESBuasa ai ___ 

Check out our new web site at www.cheatsunlimitecl.cem I 



GUeSS WHO’S BACK 
FROn THE GRTtVE? 
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mEDIEVIL 2 


Sir Dan’s back, and this time he 
gets the girl! Find out about the 
magnificent MediEvil 2 in 
extreme’s exclusive review! 


ALSO THIS ISSUE... 

VICTOIW BOXING C»ALL£NGER 

SPEEDBALL21(D 

FEAR EFFECT 

TOSHINDEN4 

SYPHON HLnER2 

THEME PARK WORLD 

TENCHU2 

ALUNDRA2 
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TRADE ENQUIRIES WELCOMED] 


Ur/fyJ rrm liil ^ specialist in ma il o rder import video gam es and accessories 
_ SSL I m l d i;M l i mj Mlc! ji !l4aai TEL: 0208 508 1328 

For a free price list of imported games, Cheques and Postal Orders made payable 

accessories and merchandise send a to PROJECT K Add £2 per item for P+P fcJ t AJ FAX: 0208 508 3845 

Stamped Self Addresse Envelope £15 for INSURED COURIER on Hardware PROJECT K, The Seedbed Centre, Langston Road, Loughton, Essex, IG10 3TQ 

PI nysTnYiOMZ/HPOgral f^^ ■ ' I.IIU !j'ii I M DncnMCnSTYMgOeZaf NLNTJNDO_^4J^ ^ M.6BCHnNDJS,t..„MU.5.l<:_ CD:5...,P^^ 


POCKETSTATION 


Compatible with UK and USA 
^ games including FF8 and 
_ Ridge Ridge Racer 4 
Pocketstation £CALL 

Guitar (for Guita Freaks) £27.99 
NTSC to PAL Booster £15.99 

Convertor Card £l 4.99 

^Guitar Freaks ddrjwit 




Use your I 
Dual Shock 

Joypad, A , - 

Steering ^ 

\Alieel, or ,■ f 

Dance Matt on £ j 0 0 T 

your Dreamcasl^ Compattole wi)h A 
Dreamcast Consoles...UK, USA or JAP. 

Button layout is the same as a DC Joypadlll 
RUMBLE function WORKS TOO 
Import Dreamcast £149.99 

Universal Dreamcast CALL 

Light Gun CALL 

PSX to DC Joypad Adaptor £18.99 

Official Puru Puru Pok 
SVHS LEADS 
RGB Scarf lead 
Virtual Memory System 
VGA Cable 
VGA Auto Switcher 


Official Hi Res Pak 
Dex Drive 

USA Pokemon Sncp 
USA Pokemon Stadium 
USA Perfect Dark 
U^^onl<evKon^4 



JAP Metal Slug X 
JAP Dragon Quest VII 
JAP Chrono Cross 
JAP Strider 2 
JAP Bio Hazard Gun Survivor CALL 
JAP Legend of Dragoon CALL 
JAP Dragon \fcilor (Namco) CALL 
JAP Vagrant Story CALL 

JAP Silent Bomber £35.99 

JAP Dew Prism squarosofr £39.99 
JAP Assaults Suit Valken 2 £39.99 

JAP Parasite Eve 2 CALL 

JAP Guitar Freaks CALL 

JAP Microman £29.99 

JAP DD Revolution Club Mix £39.99 
JAP Dr Slump £29.99 

JAP Cybernetic Empire £29.99 
JAP Capcom Gen 5 £29.99 

USA Saga Frontier 2 £CALL 

USA Urban Chaos £CALL 

USA Fear Effect £CALL 

USA Resident Evil 3 IN STOCK 

USA Bass Landing + Rod £59.99 
USA Grandia £47.99 

USA Thousand Arms £45.99 

USASuikoden2 £47.99 

USA Vandal Hearts 2 CALL 

USA Tail Concerto £45.99 

USA Clock Tower 2 £47.99 

USA Jade Cacoon £29.99 

USA Monster Rancher 2 £45.99 

USA Parasite Eve IN STOCK 

USA Dino Crisis CALL 

USA Soul of the Samurai £39.99 
USA Syphon Filter 2 £45.99 

USA Vanguard Bandits CALL 

USA Legend of Legaiaa £44.99 
USA Street Fighter Zero 3 £31.99 

USA Resident Evil 2Duaishock £39.99 
USA Lunar 2 MARCH 

USA Star Ocean 2nd Story £49.99 
USA Gallop Racer CALL 

USA Countdown Vampires £47.99 
USA Front Mission 2 
USA Digimon World 
USA Konami Rally 
USA Indiana Jones 
USA Azure Dreams 
USA Suikoden 

MP3 ADAPTOR 

Play your own 

MP3 CD Album's 

on your PSX 

£31.99 




mill 


0 N H n n T 

A ' ’ sgtrAUL i 

*" gjgrniuniii 

keychain C6.99 

10.5 Inch Squall 20' X 14" Final Fantasy 8 Posters £5.99 
Final Fantasy V!IIJ\^udc CD 

8 inch Gunblade 



CALL FDR 
LATEST 
PRICE 




Japanese PS2 CALL 

8 Meg Memory Card 
Dual Shock 2 Joypad 
Bouncer (Squaresoft) 
Tekken Tag Team 
Gran Turismo 2000 
Ridge Racer V 
Jikkyou World Soccer 
X Fire (Squaresoft) 

Gradius III + IV 
Drummania 


BCnTMhNIfl POCH€T 21 


FOR PRICES 
March 
March 
March 
March 
March 
March 
MAY 
March 
March 
March 


9 Arcade Tunes 
5 Arcade Buttons 
Scratch Deck 
Funk Jazz Groove 
\ DJ Battle 

Reggae 
Break Beats 
Rave 

£34.99 


'ojector £995 

All Region DVD Players from £339 
Region 1 Macrovision Disabler £86 
fciIgS . t9m ■ g90Y g > j :t9f . . , £ 70 



VGA CABLE PLUG DIRECTLY INTO 
MONITOR FOR N! RESOLUTION GRAPHICS 
VGA AUTO SWITCI^R 
Plug both 
your PC & 

Dreomcasf^*'^ 
into your % ’ 

monitor at 
the same fimi 
JAP Sega GT 
JAP Code Veronica 
JAP Dead or Alive 2 
JAP Virtue Cop 2 
JAP Crazy Taxi 
JAP Virtue Striker 
JAP Virtual On 
JAP Marvel vs Capcom 2 MARCH 
JAP Typing of the Dead MARCH 
JAP Shen Mue IN STOCK 

JAP Space Channel 5 CALL 
JAP Street Fighter 3 £45.99 

JAP Zombies Revenge 
JAP Virtue Fighter 3 
JAP Air Force Delta 
JAP FI Monaco GP 
JAP Giga Wings 
JAP Chu Chu Rocket 
JAP Psychic Force 
JAP Aero Dancing 
JAP House of the Dead 2 



COMPATIBII 

wtmAU 

DREAMCAST COftSOlES 

IN STOCK 
IN STOCK 
CALL 
CALL 
£47.99 
CALL 
£47.99 


JAP King of Fighters 
JAP S ■ ■ ■ 


£45.99 

£29.99 

£34.99 

£24,99 

£42.99 

£39.99 

£24.99 

£24.99 

CALL 


rnnuirG 
cnnD GTiiT? 

JAP Pokemon Gold/Silver CALL, 
USA Pokemon Trading Card Game APRIL 
USA Pokemon Pinball one rumble) CALL 
Pikachu Boxed Set Models £12.99 

<&lNLHlF,LGi)£IN^S 

"'IINCH figurine of Meowth 
or CharrrEnder £9.99 EACH 

^2 Piknehu Plush Toys 

'' 25cm URGE £15.99 
40cffl EXTRA LARGE £39.99 

_ ..-.MmuMmmm; m 

^1^^ ^ -/^rRecord up to 6 seconds of any 

- . ■ message Silly or crazy make 

j Pikachu say 

! ^ a A what you want 

-U 


K8.£/5.99 
ROJKfiflIil 41i PojKmoi). 

Chormandwr 
Chcnmeleon 
BulbasQur 
SquirKe 
WorturUe 
VerKisQur 

“=«/4.99 

Build your own favourite Pokemon 
£9.99 EACH Choose from Pikachu, 
Ralchu, Squirtle, Venusaur, Dragonlte, 
Venasaur, Bulbasaur, Scyther, 
Mftw. D d o s + G V g r_ 



EACH 
£6.99 
SQUALL 
SEim 
mNA 
M 

FF8 Special Colleclion Keychain 
Models EACH £6.99 

mm im mos warv 

lASUNA SamiE QUISTIS 




MODELS 

S5.99 





FF8 4C0 Music 
Collectors Edtion, Includes Four 
Picture Printed Collector Music CD's, Cne Artwork Book 
Three Collector Cords and Squall's Emblem Keychain 
FF8 4 CD Collectors Set with SeED 
Keychain and Collector Cards £65.99 

wrai* fantasy 
^3% TOT keychain 

3inch FFVIII Keychain Models (£5.99 EACH) 
Sephirolh Barett Wallace CaitSith Cid 
Tifa Lockheart Vincent VUffie 

FF VII Music CD’s EACH £15.99 

FF VII 4CD Soundtrack, Poster & Model £59.99 
Parasite Eve Movie OUT OF STOCK 
20” X14" Final Fantasy 7 Posters £5.99 
Tobol 2 Models Set (Pack of 3) £8.99 

Xenogears Music CD £19.99 

South Park 10 piece Keychains £19.99 
Star Wars set of 13 Models £19.99 
Sinch Tekken 3 Models £12.99 

Fist of Norfhstar Models £25.99 

Rockiman Models £10.99 

1:8 Scale Porcelain Models £39.99 

riAiAi rAAfTAcvc T)ACTrDcci^oou/'U Ma* Ryu Chun Li Gouki Barrett 
FINAL FAM^J^P^ERS £5.99 EACH Models (5 different Sets)EACH El 0 

Shen Mue Orchestral Music CD £19.99 



MP3 



fl€PlflC€M€NT PSX 


1002 Series ECALL 


TRANSPARENT 

INFRA RED 

DUAL SHOCK JOYBAD 

£ 24.99 



JAP Giant Gram 
JAP Espion Agents 
JAP JAP Star Gladiator 2 
JAP Climax Landers 
JAP Death Crimson 
USA Time Stalkers 
USA Crazy Taxi 
USA Dead of Alive 
USA Tee Off 
USA Sonic 

USA TNN Hardcore Heat 

USA NHL 2K 

USA NFL 2K 

USA NBA 2K 

USA Rainbow Six 

USA Evolution 

USA R.E. Code Veronica 


£44.99 

£44.99 

£44.99 

£39.99 

£45.99 

£44.99 

£CALL 

£CALL 

£42.99 

£39.99 

£34.99 

CALL 

£42.99 

£42.99 

£44.99 

£44.99 

MARCH 


fOKimtimmmmmsm 

Each Set of Miniature Models com es with FREE 

POKEMON TRADING CARDS 

aOMinialure Models Set 2 £19.99 (Model height 2 lo2.5cni) 

SfV-c.-4 

12Miniature models Set 4 £12.99 (Model height 2 to 2.5an) 



City Hunter Music CD 
Tekken 2 Music CD 
Soul Edge Music CD 

_ Dragon Bali Z Music CD 

PikOChU BOXSd S6t £1 2.9^ Ghost in the Shell Music CD 
Laputa Music CD 


Replacement Lasers currently in slock 
Please specify model no. when ordering 


uJujui.projcct'k.cem 


Latest Dfoduds fa the PSX, DREAMCASi; NINTENDO Loads 
of the latest cool merchoncSse Irorr see the latest 
news on Playstation 2, Oreamcost, Nintendo and 
Pekemon Piwiaws, news and updates for gomes, hadwae, 
latest accessories and convertors. 
Find the latest import release schedule, and 
CTder online or gve us a call checkoul www.prpjectkcom 
Updated 3 times a week with the latest gear. 



fsouth Park 10 Set Key chains £19.9^) 

Tmnocm 

JameB + Jesse 
6" Models 
both for 

£ 19.99 


£16.99 
£10.99 
£17.99 
£15.99 
£16.99 

__ £18.99 

Ki Ki's Delivery Service Music CD£18-99 
My Neighbour Tc4oro Music CD £18.99 
Dragon Ball GT Video ^ CALL 
./^kONO . 



12Minjature models Set 5 £13J99iliih>del height 2 to 2icn^ 




Squall 

Rinona on Chocobo 
£35.99 Each 
CALL BEFORE ORDERING 


Customer Name 
Address 


ITEM 


QTY 


ITEM TOTAL 


POSTCODE 


TELEPHONE . 

FINAL FANTASY 8 5 INCH MODELS £15.99 
FINAL FANTASY 8 MUSIC CD £15.99 
FINAL FANTASY 8 KEYCHAIN MODEL £6.99 
FFS SPECIAL COLLECTION KEYCHAIN £7.99 


t 


FINAL FANTASY 8 POSTERS £5.99 
FINAL FANTASY 7 MUSIC CD £15.99 
FINAL FANTASY 7 KEYCHAINS £5.99 
FINAL FANTASY 7 POSTERS £5.99 



XENOGEARS MUSIC CD £19.99 TEKKEN 2 MUSIC CD £10.99 • 

SEIKEN DENSETSU3 MUSIC CD £19-99 DANCING SHADOWS VFMUSIC CD £15.99JIU^ 

TACTICS OGRE MUSIC CD £16.99 ^ GHOST IN THE SHELL MUSIC CD £16.99 Mj TOTAL 

DRAGON QUEST VMUSIC CD £29.99 ^ OCCARINA fN TIME MUSIC CD £29.99 


























































The complete run 

down Qn 0y0 

Dreamcast 

so far review 


AERO WINGS 


Publisher Acclaim 


Pubbsher Crave Entertainment 


Arniiula is a chal)fnj»t* and a liaK. You’re 
ihnmn into the thiek of the aetion from 
the start and it takes a while to ^et into 
the sw inj* of things. Kill enemy ships to 
eolleet money to buy \vea|>ons and 
heeome the best fighter pilot sinee Hans 
Solo j»raeed thi* stariy skies. Your eyes 
w ill ha\e to he looked at after a lew 
hours-worth of play, as the wraphies and 
principles behind the game could leave 
you seeing stars. I bis w ill he one of those 
misunderstood games that no one thinks 
about buying and ail we can say is - pity. 


Being the first Bight sirn to grace the 
Dreamcast format you’d expect its 
creator to go all out and try and set a 
standard high enough to make 
competitors tpiake in their collective 
boots. Alas Oave opted for the ’bang 
it out in time for C hrimbo* approach 
leaving quality as a mere afterthought 
Basic graphics, bog standard 
gameplay and a bastard challenge 
await BecI Arrow fans everywhere, so 
unless you go to Farnborough every 
year, steer well clear. 


BLUE STINGER 


Publisher Crave Entertainment 


In Sega’s efforts to ensure ail genres 
were covered on launch day. Blue 
Stinger was on call to cover the 
action/adventure end of the operation. 
It’s no Besident Fvil, oi that there’s no 
doubt, but what it tiffers is a strong 
character driven game with all the 
elements to make it a strong back 
catalogue title, forgive the slightly 
dodgy control system and you’ve got a 


game to keep you going while you 
waiting for Bes Fvil C ode: Veronic 


Apr 2000 dreamiast monthly 
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BUGGY HEAT 


Publisher Sega 


Players: 1-2 • Reviewed: Issue 3 


CHEF’S LUV SHACK 


Publisher Acclaim 


Players: 1-4 • Reviewed: Issue 3 


DEADLY SKIES 


Publisher Konami 


Players: 1 • Reviewed: Issue 6 


Another flight sim is offered up and 
we’re afraid to say it doesn’t go 
anywhere no-one’s been before. The 
graphics are dull (with the exception 
of the replays that is), the action takes 
place at almost a snail’s pace and there 
are splendid features that were in the 
import version that have been 
carelessly taken out. The missions 
aren’t exactly inspiring either. Maybe 
the aviation enthusiasts out there will 
be pleased with the wide ranger of jet 
fighters on offer but there’s really nowt 
else to keep you occupied through the 
evenings. Stick with Incoming for now 
in the hope that some developer, 
somewhere, is working on a fast and 
furious sky battle which really gets the 
adrenaline pumping. 


FIGHTING FORCE 2 


Pub sher EMos 


Players: 1 • Reviewed: Issue 4 


While not as easy on the eye as 
luscious Lara Croft, Hawk Manson 
(star of Fighting Force 1 and 2) 
offers some sharp moves, a cool 
first-person mode 


Another terrible embarrassment for Sega 
here and not enough in its defence to 
save it from various EB bargain bins 
around the country. Though there’s an 
abundance of difFerent moves and 
combos on offer there just aren’t enough 
stages to keep any player entertained for 
more than a couple of hours. Multiplayer 
mode might warrant another bash, but 
half an hour later you’re going to be 
done. Don’t cause your wallet any 
unnecessary pain — it’s just not worth it. 


How could Sega do it? Surely they 
wouldn’t rely on the new technology 
behind Dreamcast to sell a hunk of 
junk masquerading as a decent 
game? Well it looks like they did and 
Buggy Heat is that hunk of junk. 
Graphically uninspired and 
fundamentally flawed in both 
control and challenge. We’d like to 
think that Sega look back on this 
and hang their heads in shame. 

‘Why did we put our name to this 
pile of poo?’ they’ll say. 


It contains all the voices of the crazy 
South Park crew, perfect cartoon 
animation and all the comedy touches 
that made the series the success it is. 
But... It’s just a bloody quiz game with a 
fe w mi ldly amusing sub-games stuck on 
he side. In its defence it’s a 
great way to end an 
evening down the pub (as 
long as you’re a fan) and 
it is available at a slightly 
knocked down price. 

But that’s your lot. 




CRAZY TAXI 



EDBE 
GAMING, 


Possibly the best arcade conversion 
yet! Crazy Taxi doesn’t just mirror the 
arcade version perfectly and have 
equally beautiful graphics, it also has 
added game modes for some extra 
longevity. Steer your cab round heavy 
traffic with haste and precision and 
your tips will come flying in. Deal 
with angry punters and deliver the 
vicar to the church on time and your 
name will be in the 
number one rankings 
spot before you know it. 

Pure unadulterated 
quality gaming, 
without question. Buy 
it or you won’t be able 
to call yourself a 
Dreamcast gaming guru! 



Hmmmm, a bit of a disappointment, 
then. It’s frustrating to see old-style 
role playing games when the 
Dreamcast gives developers the 
opportunity to deliver games such as 
Shenmue. Cartoon-style characters, 
turn-based battle scenes, monsters, 
minions and spell casting - classic. As 
long as you like that kinda thing. So, it 
received the not-so-good score of four 
out of ten, a pity as some gamers like 
the traditional RPC formula, but the 
best is surely yet to come. 



and loads of macho attitude. Though 
at heart the game’s a scrolling beat- 
’em-up, FF2 has some adventure 
elements to keep you on your toes. 
Graphically speaking it offers some 
excellent locations for fisticuffs but 
is let down at times by bland 
opponents. It’s not gonna win any 
awards, but it’s got more than 
enough to keep fans of the genre 
happy until the likes of Soul Reaver 
hits the street. 



Video Systems have had several 
successes on the PSX and N64 but FI 
World CP on the Dreamcast really isn’t 
going to join those ranks. There are 
several reasons for this (including 
twitchy controls and bog standard 
graphics), but the biggest and most 
unforgivable is the slowdown that 
occurs with heavy traffic. Monaco CP 
doesn’t have that problem, so why 
should this? The Dreamcast is capable 
of so much more. 



meamfast 
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With the Dreamcast already being 
over-run with various types of driving 
games, Midway had to come up with 
something different and there’s no 
doubt they managed it with Hydro 
Thunder. Super speedboat racing, 
complimented with super cool 
graphics and sound FX, really gets 
things off on the right foot. But 
having only one game mode and 
frustrating gameplay kind of levels 
things out though. Moments of genius 
and hair tugging alike. 




Incoming represents the upside of direct 
PC ports. It’s good looking, very playable 
and probably more suited to a console 
anyway. What it lacks in tactical depth it 
makes up for with arcade style action. 
Loners may find it a little repetitive, but 
split-screen mode works well and as a 
post-pub blast it’s hard to beat. With 
stripped-back gameplay that’s light on its 
feet and heavy on visual action, 
Incoming’s a cheery bimbo who’s so 
pretty you can’t help but love her. A real 
must for flight sim fans. 




JIMMY WHITE’S 2: 
CUEBALL 

■...I.HIM Q 

Players: 1-2 • Reviewed: Issue 3 Q 


Cueball’s developers. Awesome, have 
almost lived up to their name with this 
splendid snooker simulation. Obviously 
it doesn’t test the Dreamcast’s powers, 
but the physics are spot on, and the 
graphics genre-leading. The game 
suffers a little without the aid of a 
mouse, but play still runs smoothly 
enough. As our only current sim, it’s 
out on its own and endlessly 
entertaining, not unlike Jimmy himself. 


LEGACY OF KAIN: 
SOUL REAVER 

Players: 1 • Reviewed: Issue 6 H 


Just from the intro sequence you can see 
this title is going to offer something 
special. The graphics and the chilling 
storyline and sound effects add to the 
gameplay and bring this title on a par 
Mth such DC titles as Shadow Man and 
Resident Evil. Expect loads of puzzles, 
some a little more challenging than 
others, and a constant plot movement 
that just pulls you in. Stop the praise 
now, it’s sickening. 






NBA SHOWTIME 


MARVEL VS CAPCOM 


I Publisher Virgin Interactive 


Players: 1-2 • Reviewed: Issue 3 


On a console well known for its 
leading 3D fighters, 2D battles on. 

And with more shine and variety than 
Street Fighter Alpha 3, MVC is 
perhaps the best of the bunch. The 15 
cartoon super heroes will take a 
splendidly long time to master and 
there’s no shortage of big spangly 
moves. An all-new four-player tag-team 
option is also a great bonus. The 
controls can take some getting used to, 
but as 2Ds go, it’s a bit of a Marvel 
(and a bit of a Capcom as well). 


Publisher Midway 


Players: 1-4 • Reviewed: Issue 4 


MORTAL KOMBAT GOLD 


I 


Players: 1-2 • Reviewed: Novu we have 


As a direct port from the classic NBA 
Jam arcade series, there’s plenty of 
simple button bashing fun, and a top- 
notch multiplayer mode. Unfortunately 
the game hasn’t been sufficiently 
tweaked to suit the needs of the more 
demanding console player, especially 
when that console is the Dreamcast. 
There’s a distinct lack of options and 
the graphics are substandard. With 
four players the game really comes to 
life, otherwise, there’s just no pulse. 


When DCM had to rank all the 
Dreamcast games of 1999, all war 
broke out. How do you decide which is 
the worst of two games with no 
redeeming features? Well somehow 
MKG managed to fend off Psychic Force 
2012, but all this means is that it’s less 
exceptional at being crap. Even 
worse than the film. 


Expendable veers away from 
the current fashion of 3D 
shooters. Its developers, 
Rage, aimed to recreate the 
best elements of classic 
shooters like Ikari Warriors 
and Commando, and they’ve 
mainly succeeded. Deep it 
ain’t, and it could have 
been prettier, but there’s 
plenty of heavy blasting 
action to disperse life’s 
little stresses. Get a mate 
to fight alongside you and 
you’ve got yourself a 
much better game. 
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NFL QUARTERBACK 


Publisher Acclaim 


Players: 1-4 • Reviewed: Issue 4 


PEN PEN 


POWER STONE 

Publisher I Infogrames 

7 ^ 


Publisher | Eidos 1 

Players: 1-4 • Reviewed: Issue 3 / 

1 


Players: 1-2 • Reviewed: Issue 1 Q I 


A splendid arcade style title that 
does away with complicated plays 
and lets you straight into the action. 
And the control system mirrors this 
simplicity, using only three buttons 
for a wide variety of actions. 
Graphically it’s less inspiring, but 
with such rich and smoothly flowing 
gameplay, who cares? As any 
toothless player will tell you, it’s 
beauty on the inside that counts, and 
Blitz 2000’s bursting with it. 


Where Blitz 2000 is a big dumb (but 
good) blocker. Quarterback is a 
more sophisticated, well. 
Quarterback. Exhibition, Playoff, 
Season, Historic Sim, Custom Sim 
and Practice modes allow you to 
recreate all the game’s complexities 
to an impressive degree. So if you’re 
looking for a hard-core sim, this 
one’s for you. Otherwise look left a 
couple of inches, and save yourself a 
lot of hassle. 


If mutated penguin racing is your 
game, this’ll be right up your street. 

It’s one of those weird concepts that 
just doesn’t make sense outside of 
Japan. Anyway, just for the record 
there are seven Pen Pens, twelve 
tracks and a multiplayer mode for 
those willing to disclose their 
ownership to others. I don’t know, 
maybe I just don’t get it. Maybe there’s 
a hidden message, like that song: Lucy 
in the Sky, with Diamonds... 


Power Stone is a must for all beat-’em-up 
fans. If you don’t already know, it’s a one 
on one fighter with a difference. A series 
of three different gems appear 
periodically around the screen. Grabbing 
them (or beating them out of your 
opponent) enables you to unleash a wider 
range of attacks. Backgrounds are also 
highly interactive and there’s a large 
arsenal of weapons to be found. The only 
problem with this game is Soul Calibur, 
which is better. 



Oh dear. Potato seem to have had a 
fair few problems with their 
Dreamcast debut. It’s awkward, ugl) 
and quite frankly, crap. A bench¬ 
mark in failure. As much fun as 
stepping in doggy doos, slipping up, 
and then falling in it. Am 1 getting 
through? Its main achievement was 
being voted the worst game on the 
Dreamcast in ‘99. Let’s hope it 
retains that lowly title for many 
years to come. 


Isn’t it frustrating how the Japanese get 
everything first? Well Monaco GP 
presents one of those rare occasions 
when we actually benefit from the delay. 
The once bland game received a vital 
face-lift before its UK launch, and now 
looks superb. The lack of a licence 
means true F1 fans might feel a little 
lost, but there are plenty of redeeming 
features. Simulation Mode is 
impressively realistic and Arcade Mode 
instantly playable. A pretty good start as 
the Dreamcast’s premiere sim. 


This may be some people’s idea of a 
cutesy platformer but we say otherwise. 
What Sonic Adventure was lacking 
(which wasn’t a lot), Rayman 2 more 
than makes up for. Stunning cartoon 
graphics and a Spyro-inspired 
soundtrack blend easily wdth the 
constantly evohdng gameplay seen 
throughout. The characters themselves 
are distinguished perfectly through their 
distinct personalities, and the puzzles, 
tasks, bosses and sheer variety Mil keep 
you amused for weeks, possibly days 
(depending on how immersed you are). 
Don’t miss out on the next generation of 
the 3D platform genre. 
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RACING SIMULATION: 
MONACO GRAND PRIX 


PSYCHIC FORCE 2012 


Players: 1-2 • Reviewed: Issue 1 


foiaeVintcosfr 


1 Publisher I Ubi Soft \ 
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RESIDENT EVL 2 


RE-VOLT 

BlBBBigBaV' 7 'V 


Players: 1-4 • Reviewed: Issue 4 Q 

Players: 1 • Reviewed: Issue 5 / 

1 


It’s had its day on the PlayStation and 
now for some reason, Virgin have decided 
to keep the momentum going on the 
Dreamcast before we re treated to Code 
Veronica. There’s probably no need to tell 
you that it will always have a special 
place in all of our hearts, but there’s just 
nowt new to get your teeth into. All the 
characters are still there, namely Claire 
Redfield, and the Umbrella Corporation 
is still up to its old tricks. Get yourselves 
a copy if you’ve never before experienced 
what is ‘Res Evil’, otherwise bide your 
time folks - it’ll be worth the wait. 


I Twenty toy cars have Re-Volted 
against their captors and made for a 
pretty creative racing game. The 
PlayStation version was at best 
unremarkable but 96 extra bits have 
made all the difference. There are 20 
cars altogether and a wealth of 
weapons including water bombs, 

I fireworks, turbos, oil and electrical 
charges which drain your opponents’ 
i batteries. There are slight glitches 
with the handling, but a big bag of 
i original touches puts Re-Volt in a 
league of its own. 




SEGA WORLDWIDE 
SOCCER 2000 


Players: 1-4 • Reviewed: Issue 4 Q 


After UEFA Striker’s delay, Sega 
Worldwide Soccer has come along 
and given it a sharp kick in the 
shins. It’s a splendid marriage of the 
SWS series’ arcade style and Silicon 
Dreams’ more sophisticated 
approach (two halves, you might 
say). While a quick start option 
allows you straight into the action, 
all the options are there. You can set 
up the camera, select the 
environment, look, teams, 
tournaments and even indulge in 
customisation procedures. With 
intuitive controls and genre-leading 
graphics SWS is firmly the 
Dreamcast favourite. 


I Publisher Sega 


Players: 1-2 • Reviewed: Issue 1 


SEGA RALLY 2 


Sega’s flagship racer is everything you’d 
expect, with heaps of cars and tracks and 
gloriously sharp graphics. There are loads 
of nice touches including ostriches 
running across the tracks and onlookers 
playing chicken with your car. Slowdovm, 
although rare, is evident and there could 
have been more of a challenge, but these 
factors barely detract from one of Sega’s 
many leading arcade experiences. This 
will always remain a classic. 


I 





SHADOW MAN 


I Publisher Acclaim 


Players: 1 • Reviewed: Issue 4 


tfavfY 


GIVE 
BASS A 


128 bit technology, online gaming 
and, er, fishing. But not just any old 
fishing. This is undoubtedly the most 
comprehensive, realistic and 
enjoyable fishing game ever. Arcade 
Mode involves catching as many bass 
as you can in one of three areas: 
Lodge, Cape and Inlet. Original Mode 
allows you to take part in the SB FA 
Amateur Tournament, including five 
stages set during morning, noon and 
evening. Leave your wellies in the loft 
and give Sega Bass a go - I guarantee 
it’ll reel you in. 


The game that made the Dreamcast’s 
launch rumble. This was the only title 
to really fight its corner in the all 
format charts, and for many good 
reasons. Each cartoon-like boxer is 
superbly animated and full of 
character, making competitive matches 
that little bit more personal. In 
Championship Mode you get a gym 
and three characters to train. But look, 
this game’s just way too big to be 
summed up here, so go the distance 
down to the shops and you’ll come 
back a winner. 


You play the part of a student-turned- 
assassin who has been given the 


chance to atone for his sins by saving 
mankind from impending doom. 
Armed with various weapons and 
devices you can blast and flame your 
enemies and even look them up in 
secret FBI files. The character 
movement has been noticeably 
improved since earlier versions, with 
quicker responses and less slugging 
around. If you can handle an 
irritating camera and a big dose of 
trial and error, you’ll quickly find 
yourself trapped in this wonderfully 
hideous world. 


SEGA 

BASS 

FISHING 


1 Publisher | Sega M 
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SONIC ADVENTURE 


PuMisher I Sega . 



Players: 1 • Reviewed: Issue 1 
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1 Publisher | Infogrames ^ 
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sn 

1 Players: 1-4 • Reviewed: Issue 5 

1 
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Infogrames are just pulling out those 
decent games right left and centre at the 
moment. Showcased in issue 5, Slave 
Zero is a feast for your eyes. You take 
control of a 60-foot biomechanical war 
machine to put an end to an evil dictator’s 
cunning mission to take over the city of 
Si-9. Loads of destructive weaponry, 13 
levels and graphics to salivate over — what 
more could we possibly want? Online 
playability perhaps? Four players can have 
a bash at Deathmatch mode, which mil 
suffice. A worthy score for such an action- 
packed game. 


SLLKAST 



Probably the best beat-’em-up in the 
World. No, just Iddding, this IS the best 
beat-’em-up in the World, and by quite 
some distance. Having ruled the 
PlayStation with their Tekken and Ridge 
Racer series, Namco have already 
established themselves as masters 
of the next generation. Soul 
Calibur is simply the most 
playable, challenging and 
graphically awesome game ever. It 
laughs in the face of Virtual 

Fighter 3tb, allowing you 
to run in eight directions 
around the ring. If you 
haven’t already got it, 
well, I don’t know 
why we bother. 


Following the success of the 
PlayStation trilogy, the Dreamcast 
should have taken Cool Boarders to 
another level. Unfortunately 
something has gone very wrong and 
the UK version has been renamed 
Snow Surfers. There are seven courses 
all together: pretty meagre compared 
to Cool Boarders 3’s 36. On top of this 
the game’s music and image is 
generally more ‘acceptable’ than ‘cool’. 
Graphically it’s top drawer, but there 
just isn’t enough depth or playability to 
warrant the asking price. 


Sega’s flagship ‘hog returns in his first 3D 
adventure, with splendid success. Aside 
from Sonic there are five characters to 
control, each with their own tailored 
abilities. You can also control a robot 
called El02 GAMMA, along with his 
laser guided weaponry. There are three 
massive adventure areas to explore: 
Station Square, Mystic Ruins and the 
Egg Carrier (Dr Robotnik’s space ship). 
Despite unfortunate technical glitches, 
including an irritating camera, Sonic has 
firmly recaptured his post at the forefront 
of platform and adventure gaming. 



SOUL FIGHTER 


SPEED DEVILS 

Players: 1 • Reviewed: Issue 3 3 


Players: 1-2 • Reviewed: Issue 2 ^ 


After the disappointment of Dynamite 
Cop, the Dreamcast was still in need 
of a decent scrolling beat-’em-up and 
Soul Fighter fits the part nicely. 
Choose either a warrior, a magician or 
a girlie, ignore the sketchy plot and 
kick some serious monster arse. The 
lack of a two-player mode is a real 
downer, but there’s plenty of challenge 
which goes some way make to making 
up for it. A great example of old school 
action polished up by your Dreamcast. 


Speed Devils is an American muscle car 
racer with a twist. Your base in 
Championship Mode is the garage, from 
which you can purchase and upgrade up 
to three cars at a time. To progress 
through the game you’ll need some cash, 
which can be earned in several ways 
including spending the most time in the 
lead, busting police radars, winning the 
race and winning bets set by your 
opponents. There are 12 cars, 13 tracks 
and a great multiplayer mode. 
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THE HOUSE OF THE 
DEAD 2 


I Publisher I Sega 


Players: 1-2 • Reviewed: Issue 1 


TEE OFF 


1 Publisher I Acclaim ^ 

r 


1 Players: 1-4 • Reviewed: issue 5 

C 
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STREET FIGHTER 
ALPHA 3 

Players: 1-2 •Reviewed: Issue 3 T 


TOKYO HIGHWAY 
CHAUENGE 


I Publisher 1 Crave Entertainment 


Players: 1-2 • Reviewed: Issue 3 


Pick one of 24 cars and race along 
Tokyo streets at night. Sounds great, 
and for a while it is, but as you make 
your way through 134 different 
opponents, the action all becomes a 
bit samey. The courses are well 
designed, but when compared to 
Speed Devils there just isn’t as much 
variety. Winning and losing is 
determined by a time-lag system: fall 
too far behind and you’ve lost and 
vice-versa. Graphically flawless but 
lacking any real depth. 


I Publisher I Sega 


Players: 1-4 • Reviewed: Issue 2 


SUZUKI ALSTARE 


I Publisher I Ubi Soft 


Players: 1-2 • Reviewed: Issue 3 


Street Fighter Alpha 3 is, well. Street 
Fighter Alpha 3. It holds very little 
over the PlayStation version, aside 
from small graphical tweaks and a 
bundle of extra game modes. On the 
plus side there are hundreds of 
moves, but some are a little awkward 
to pull off. If you’re a big fan of the 
genre and 2D doesn’t bother you this 
will certainly keep you happy. 
Otherwise, leave well alone. 


OF 


LOVE 


CQMPOIM) 
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GAMES 


Toy Commander surely rules the 
realm of original gaming concepts. 
You must lead your toys 
through increasingly tricky 
tasks to prove you’re still tl 
boss. And toys being toys, 
normal rules don’t apply: 
you can survive massive 
falls and collisions and 
even drive up the walls. In 
gameplay terms there’s a 
bit of everything, from 
frantic Mario Karting 
through to Tomb 
Raideresque progressive 
platforming and 
exploration. A splendid 
compound of everything 
you love about game. 


Acclaim 




With their stunning Dreamcast 
debut. Criterion have lifted 
snowboarding to a new level. There 
are nine cyberpunks to control, each 
with their own stats on speed, 
strength, power, and skill. Five 
boards are available from the start 
and more can be earned by beating 
the bosses. There are loads of 
excellent courses spread over several 
different countries including the UK, 
USA and Japan. Graphically it’s right 
up there with Sonic and a 
comprehensive two-player mode is 
the icing on the cake. 


What a cool game. Whether you’ve 
just got back from the pub or you 
just want a quick round, this title is 
satisfyingly tasty enough for your 
gaming palette. It’s very cartoon- 
style (not dissimilar to Everybody’s 
Golf on the PlayStation) and the 
intro sequence screams Japanese 
from all crevices. It has loadsa game 
modes, nice-looking characters and 
if the backgrounds were a little less 
basic it would almost be worth a 
nine out of ten. 

Four player is almost too 
competitive, so be careful not to 
lose your closest friends. Someone’s 
going to have to go a long way to 
better this golf game. 


Speed Demon developers Criterion had 
one main objective here: to make the 
fastest, smoothest racing game around. 
They’ve recreated the Suzuki Alstare 
team along with six GSXRs, from the 
standard 600 to the insane superbike 
750. The game manages to blend top 
drawer arcade action with a very realistic 
edge drawn from Suzuki’s considerable 
input. The helmets and bikes are 
modelled from the real things, the tracks 
are entirely fanciful. Handling is over¬ 
simplified, but the speed is totally pure. 


Sega’s classic arcade shooter has been 
brilliantly converted to the Dreamcast. 
There are no discernible graphical 
differences and all the gory violence 
remains. Take out the monsters 
and look after the innocent 
people to find the quickest 
route to the evil inventor, 

Goldman. Enemies range 
from face-sucking frogs 
to axe wielding 

zombies. It’s annoying that you 
have to start the game from 
the beginning every time 
you lose, but it’s still the 
sharpest shooter around. 
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VIGILANTE 8: 
SECOND OFFENSE 


VIRTUA FIGHTER STB 


With Expendable and Le Mans 
already under their belt, Infogrames 
have marched proudly (if a little late) 
onto the pitch. In pure gameplay 
terms this can’t hope to better ISS 
Pro, and you might find the controls 
slightly awkward at first as well, but 
given a chance. Striker does have its 
moments. Some areas of play, such 
as shooting, have been made easier 
and the game flows well too. But 
let’s not sell it short. UEFA Striker is 
a great looking game that offers a 
quite deep yet still highly enjoyable 
sporting experience. 


Publisher Activision 


Players; 1-4 • Reviewed: Issue 5 


It’s just a whole lotta gun blasting, truck 
chasing drivel. No, that’s unfair, it’s really 
not that bad but it doesn’t come close to 
the original effort found on the 
PlayStation. The best feature by far is the 
multiplayer where up to four of you can 
slog it out — it’s stress relief if nothing 
else and as Simon so rightly said: ‘It lacks 
soul’. Graphics are good, there are lots of 
characters to choose from and a whole 
host of weapons for the taking, but it just 
ain’t got what it takes to make the 
Dreamcast grade — sorry! 


Publisher Sega 


Players: 1-2 • Reviewed: Issue 1 


Perhaps the weakest of Sega’s flagship 
games, Virtua Fighter 3tb seemed to 
suffer somewhat from hurried 
development and testing. All the usual 
fighters are present, along with a 
decent gathering of fresh characters, 
but graphically the title already looks 
dated. The lack of twin shoulder 
buttons on Sega’s pad also causes 
problems. Even though it was a 
launch title, beat-’em-ups have since 
progressed leaps and bounds. Basically 
Virtua’s generally a solid title, but it’s 
dramatically dwarfed by the likes of 
Soul Calibur. 


VIRTUA STRIKER 2: 
VERSION 2000.1 


Although not really challenging Sonic or 
Soul Calibur in the graphical stakes, 
Wild Metal’s gameplay is right up there 
with the rest. Combining the right 
amount of strategy with the perfect 
sprinkling of action, this game has a 
little of everything. Action takes place in 
very desolate environments and you 
choose from many uniquely designed 
battle tanks to take on the various 
enemies you encounter. The missions 
are challenging to say the least and after 
playing it for around.. .ooooh.. .ten 
minutes, you’ll be hooked. It’s the first 
really strategic title for the Dreamcast 
. and Take 2 Interactive sure have done 
themselves and us rather proud. 


With more weapons, redesigned 
terrains and extra game modes, this 
classic title is best on the 
Dreamcast. There are now fifty five 
weapons, including new additions 
such as the skunk, which detonates 
with a potent pong that leaves your 
opponents spluttering for the rest of 
the game. All the usual options are 
there allowing you to name your own 
worms (Jarvis, Joe Brand, @?@’^?! 
etc.), set a time limit on the 
completion of each move and, of 
course, choose your teams special 
weapon. Splendid. 


This should have been a wrestling 
revolution, but sadly it’s far from it. All 
the faves are there, including Stone 
Cold Steve Austin, Farooq, A1 Snow, 
Val Venis, Goldust, The Rock, Tripple 
H, Mankind Kane, The Undertaker 
and even the late Owen Hart. You can 
also recreate most of the specialist 
match types of the WWF. 
Unfortunately Acclaim’s licensing deal 
had almost expired and there was no 
time to improve the game during its 
port from PlayStation to Dreamcast, 
resulting in substandard graphics and 
a general 32 bit feel. 


Publisher Sega 


Players: 1-2 • Reviewed: Issue 5 


Virtua Striker has always been 
welcomed with open arms in the 
arcades and with the Dreamcast around 
it’s an easy cash in to make by releasing 
this title. But give us UEFA Striker or 
Worldwide Soccer any day, we say, as 
although this is a big, flash example of 
what the DC can do there simply isn’t a 
playable game attached. It hasn’t got a 
very pick-up-and-play philosophy, you 
just take thrashing after thrashing — 
learning curve? What learning curve? 
Looks good. Plays bad. 





ZOMBIE REVENGE 


l^blisher I Sega 

7 ^ 


1 Players: 1-3 • Reviewed: Issue 6 

Jj 


The House of the Dead 2 was no doubt 
one of the most popular DC launch 
titles and Zombie Revenge is definitely 
of the same ilk. ‘So why did it only get 
a seven out of ten then?’ we hear you 
ask. Well, it’s not quite as fast and 
furious as THOTD 2 for starters and 
although there’s plenty of cool weapons 
for your characters to get hold of (the 
flame thrower being our particular 
favourite) it’s just not the same without 
being able to use the lightgun. The one 
thing that will put this at the bottom of 
your ‘DC games to buy’ list is 
undoubtedly the fact that the gameplay 
is very short lived — so why would you 
want to pick it up and play it again? 
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01279 321 321 

ORDER ONLINE AT UKGAMES.COM 


How to Order 

By telephone on 01279 321 321 
*=1'/ fax on 01279 322 322 
Dy post at Special Reserve, 

P.O. Box 847, Harlow, CM21 9PH 
Free immediate cheque clearance 
By e-mail to Orders@reserve.co.uk 
Online at http://ukgames.com or at any 
of the other Special Reserve addresses 
Or visit a Special Reserve Club Shop 

Prices include VAT and delivery 
Fast, efficient, accurate despatch 
0% finance option - see below 
Market leader - established 12 years 
Official Sony, Nintendo & Sega supplier 
All genuine UK new boxed product 
Open until 8 pm (5 pm Sun) 

We only supply members but trial membership is just 60p 

Pay in 9 Months! 

10% deposit, no more to pay 
for 9 months and no interest, | 
subject to status. 

Your total purchase must be over £200 
including one hardware item. 

0% APR if the balance is paid in full after 
nine months or 29.8% APR extended loan. 

Written details in the Club Magazine. 

Just ask for 0% finance when you order. 


FREE Extra Controller and 
FREE Memory Card with every 
PLAYSTATION 





Why have 500,^000 people^ 
joined Special Reserve? 

Just £6.99 gets you into the club 

There is no obligation to buy anything 
Claim a FREE GIFT if you buy any 
one item as you join or renew* 

Full members (£6.99 UK) receive: j 

• One Year Family Membership 

• 9 issues of the Club Magazine 
with Incredible Special Offers 

• Free entry to Club Competitions^ 

• Any one of 30 FREE GIFTS* 

• Bonus Book of 3500 Cheats 

• Bonus Best Internet Guide 

• Save just 5 Reddies - and 
choose another FREE gift 


Choose any gift when you buy any 
one item at the same time as joining 
Special Reserve for one year (£6.99) 



• FREE SCART LEAD FOR DREAMCAST 

• FREE PAIR OF CONTROLLERS FOR PSX 

• FREE PAIR OF 1 MB MEMORY CARDS FOR PSX 

• FR EE SUPER AV SCART LEAD & LINK CABLE FOR PSX 

• FREE CASIO DC2000 PERSONAL ORGANISER 

• FREE INFLATABLE ARMCHAIR - BLUE, PINK, 

OR ORANGE (add £3 carriage for this item) 

• FREE 8 GAMES IN 1 POCKET GAMES SYSTEM 

• FREE 52 CAPACITY CD WALLET (SOFT BLACK) 

• FREE REMOTE CONTROL CAR & SPORTS WATCH 

• FREE 3D ANALOGUE CONTROLLER FOR N64 

• FREE PAIR OF 1 MB MEMORY CARDS FOR N64 

• FREE PAIR OF RUMBLE PACKS FOR N64 

• FREE PAIR OF CONTROLLERS FOR PC 
FREE VOICE COMMANDER STEREO 
HEADSET AND MICROPHONE 

!• FREE AMIGA EMULATOR FOR PC 

’ BONUS 3500 CHEATS BOOK and 
INTERNET GUIDE with EVERY GIFT 


Nobody gives value like Special Reserve - check out these prices 

★BESTBUY* *BESTBUY* *BEST BUY* *BESTBUY* *BESTBUY* CnMial liiiiiiil 

Jinuny White’s 2 m. ^ m. 

:> ' Y . I Discount Network .LL j. 


★BEST BUY* 


SEGarally 


★BEST BUY* 

Jimmy White’s 2 


★BEST BUY* 


★BEST BUY* 


,fs,«7^-i 

SOUL CALIBUR 

32.99 




SEGA RALLY 2 JIMMY WHITE’S 2 

32.99 32.99 


1 FREE 


ey eo n Only one per address 

"“U For a free magaxine 

CRAZY TAXI NFL QBACK CLUB 2K 9® *® fej'SS 

NIO AA lA AA phone 01279 321 321 

32«¥7 1t*t¥ or ask in a club shop * 



HThe worid*) 
-°mo8t powei 


» 9 V. 



SCART 
LEAD 

When you buy a Nintendo 64, 
Playstation or Dreamcast at 
the same time as a televison. 
TVs from only £89.99 

ox nNANCE - PAY IN 9 MONTHS 

10% deposit - subfect to status 


DREAMCAST PERIPHERALS 


OFFICIAL GREY CONTROLLER ... 19.99 

4 front facing buttons and 2 analogue triggers. 8 way 
»■, digital control plus analogue control 
, stick for optimum accuracy 




y MAD CATZ CONTROLLER . 


DREAMCAST .199.99 less £10 


* 


^10,000 

■^WORTH OF 

PRIZES 

IS PlayStatlonSs 

PLUS a MAXX PC 
and FI goodies at: 

F1lanta^.com 

PlayStation 2 

Reserve yours now! 

£20 DEPOSIT 

Deposit is refundable if you 
change your mind 


Official UK Console with Official Controller, BT approved Modem, RF Lead & FREE Internet access 

^Deduct £10 off the price of any other product bought at the same time as a Dreamcast. 

DREAMCAST GAMES 

All prices include delivery. Membership from 60p 
A small selection of our range 

We only sell official UK products 

4 WHEEL THUNDER .32.99 

AEROWINGS .31.99 

ARMADA .32.99 

BLUE STINGER .27.99 

BUGGY HEAT.29.99 

BUST A MOVE 4 .32.99 

CAESERS PALACE 2000 .32.99 

CRAZY TAXI .32.99 

DEADLY SKIES .32.99 

DRAGONS BLOOD .32.99 

DYNAMITE COP .32.99 

ECCO THE DOLPHIN .32.99 

EVOLUTION .32.99 

EXTREME CHAMP. WRESTLING 32.99 

FELONY PURSUIT .32.99 

FIGHTING FORCE 2 32.99 

FORMULA 1 32.99 

FUR FIGHTERS .32.99 

HOUSE OF THE DEAD 2 8/10 .. .32.99 
HOUSE OF DEAD 2 WITH GUN 58.99 

HYDRO THUNDER .32.99 

INCOMING .32.99 

JIMMY WHITES 2 - CUEBALL .. .32.99 
JO JO'S BIZZARRE ADVENTURE 32.99 
LEG. OF KAIN 2: SOUL REAVER 32.99 

MAKEN X .32.99 

MARVEL VS CAPCOM .32.99 

MDK 2 (MURDER DEATH KILL) 32.99 
METROPOLIS STREET RACER 32.99 
MILLENNIUM SOLDIER; EXP. ...32.99 
MONACO GRAND PRIX .19.99 


MORTAL KOMBAT GOLD .29.99 

NBA 2000 .32.99 

NBA SHOWTIME.32.99 

NFL BLITZ 2000 8/10 29.99 

NFL QUARTERBACK CLUB 2000 19.99 

NOMAD SOUL .32.99 

PEN PEN .29.99 

PLASMA SWORD .32.99 

POWERSTONE 9/10 32.99 

PSYCHIC FORCE 2012 32.99 

RAYMAN2 .32.99 

RE-VOLT .32.99 

READY 2 RUMBLE BOXING .32.99 

RED DOG .32.99 

RESIDENT EVIL 2 (RATED 15) ...29.99 

ROADSTERS .32.99 

SEGA BASS FISHING WITH ROD 52.99 

SEGA RALLY 2 8/10 (NET) .32.99 

SHADOWMAN 9/10 .32.99 

SLAVE ZERO .32.99 

SNOW SURFERS .29.99 

SONIC ADVENTURE 9/10 32.99 

SOUL CALIBUR 10/10 .32.99 

SOUL FIGHTER .31.99 

SOUTH PARK RALLY .32.99 

S. PARK: CHEFS LUV SHACK (15) 25.99 

SPEED DEVILS .32.99 

STAR WARS: EP 1 RACER .32.99 

STREET FIGHTER ALPHA 3.32.99 

TAKE THE BULLET .32.99 

TECH ROMANCER .32.99 

TEE OFF .32.99 

TOMB RAIDER .32.99 

T. HAWKS SKATEBOARDING ...32.99 

TOY COMMANDER .32.99 

TOY STORY 2.31.99 


TRICKSTYLE9/10 .28.99 

UEFA STRIKER 8/10 32.99 

VIGILANTE 8: 2nd OFFENCE ...31.99 

VIRTUA FIGHTER 3tb .32.99 

VIRTUA STRIKER 2.32.99 

WILD METAL .31.99 

WORLDWIDE SOCCER .32.99 

WORMS ARMAGEDDON .32.99 

WWF ATTITUDE .28.99 

ZOMBIE REVENGE .32.99 

DREAMCAST BOOKS 

Official Strategy Guides 

BLUE STINGER .11.50 

MORTAL KOMBAT GOLD .9.99 

POWER STONE .9.99 

READY 2 RUMBLE .9.99 

SOUL CALIBUR .9.99 

DREAMCAST LEADS 

DREAMCAST SCART LEAD .8.99 

TELEPHONE EXTENSION LEADS: 

5 METRES .7.99 

10 METRES .8.99 

TELEPHONE SOCKET SPLITTERS: 

TWO-WAY .6.99 

FOUR-WAY .9.99 

Over 5000 cheats 
for the latest games at 

UKCHEATS.COM 




JOYTECH CONTROLLER ... 17.99 
1 ^' Uniquely stylised 6 button controller, 

^ anti slip rubber grips for improved 
handling, turbo and slow motion functions. 

Avalible in charcoal or clear black 

OFFICIAL VIBRATION 
PACK ... 16.99 


MAD CATZ VIBRATION 
PACK ... 13.99 

JOYTECH VIBRATION PACK 
iWITH 1 MB MEMORY ... 18.99 

Avalible in charcoalor clear black 


OFFICIAL VISUAL MEMORY j 
SYSTEM (VMS) ... 19.99 I 
Enables you to take the memory card ; 

anywhere and use your stored characters, J 

including some Sega Arcade machines * • 


JOYTECH 4MB MEMORY CARD ... 16. 

(Avalible in blue, orange or black) 



JOYTECH 9MM ENFORCER 

LIGHTGUN ...32.99 
Exclusively designed replica arcade gun 

MAD CATZ BLASTER 
LIGHTGUN ... 34.99 


JORDAN GRAND PRIX RACING 
WHEEL ... 42.! 




PRO CARRY 
CASE ... 19.99 
Carry case that holds 
Dreamcast console, connections, 
controllers and games 


OFFICIAL 
KEYBOARD ... 19.99 
Surf the web with 





Special Reserve Big Club Shops 


OPEN TIL 8PM 

(10am to 5pm Sun) 


EASY PARKING 


PC UPGRADES 

(£12 to fit any item) 


PC REPAIRS 

(£30 pius parts) 


BASILDON, ESSEX 01268 287776 
Festival Leisure Park. 1 mile off A127 

BRISTOL . 0117 924 5000 

351 Gloucester Road (A38). Nth of City 
CHELMSFORD, ESSEX 01245 348777 
43 Broomfield Road. Near bus station 
EGHAM, SURREY ... 01784 473444 
168 High Street. 1 mile J13 off M25 


NOTTINGHAM 0115 949 1000 

164 Derby Road, Stapleford. 

2 miles J25 off Ml . Nr Pizza Hut 
SAWBRIDGEWORTH 01279 322399 
The Maltings, Station Road 
Not far from Ml 1 junctions 7 or 8 
UPMINSTER, ESSEX 01708 225544 
209 St Mary’s Lane. 2 miles J29 off M25 


Special Reserve Discount Network 


UKGAMES.COM 

reviews, news, video clips, 

UKCHEATS.COM 

UKDREAMCAST.COM 

UKHANDHELDS.COM 

UKPOKEMON.COM 


. Cheapest games, thousands of 

release dates, charts and special offers. 

UKN64.COM 

UKPLAYSTATION.COM 

UKPLAYSTATION2.COM 

ifree.co.uk 


UKCOMPUTING.COM ... From leads to Pentium CPUs - we 
stock a massive range of PC Upgrades, all at incredible discount prices. 

UKCDROM.COM UKRAM.COM 

UKDVD.COM UKSOFTWARE.COM 

UKPRINTERS.COM MAXXPC.COM 


£3 Million priies 


FREEOLA.COM . The UK’s best FREE internet service 
ever - by far. No CD needed. FREE Technical Support, choice of 
800 e-mail addresses e.g. Englandfans.com. Lots more - just log on 
UKSHOPPING.COM ... All UK shops - only UK shops 

GETDOTTED.COM . Get your Domain Name before it’s too late 

F1FANTASY.COM . 18 Playstation 2s to be won. £10k of prizes 










































































































NFL Blitz™ 2000 brings you all of the things you love about american football and none of the things 
that slow it down. This ground-breaking sequel features awesome weather effects, new secret heads, 
and scores of new game play features. With more easy-to-run plays and all new animations for 
taunts, end zone dances and tackles, you’re headed for the ultimate in american football action! 


MIDWAY 

www.midway.com 


BLITy'MRJbo game © 1998, 1999 Midway Games Inc. All rights reserved. BLITZ and MIDWAY are trademarks of Midway Games Inc. Used by permission. © 1999 NFLP. Team names and logos are trade- 
' arks of the fean^s indicated. All other (NFL-related marks) are trademarks of the National Football League. Officially Licensed Product of PLAYERS INC. PLAYERS INC logo is a registered trademark of the NFL 
ayers (tJlfww.nflplayers.com). Distributed under license by Midway Home Entertainment Inc. and "PlayStation" are registered trademarks of Sony Computer Entertainment Inc. Dreamcast is a registered trade¬ 
mark of^ademark of Sega Enterprises, Ltd. 




Larger, customised playbooks for each 
. ^ team, with powerful playbook editor 


New 4 player mode for 
bruising your friends 


Easy-to-learn arcade-style play with new 
"Icon Passing" for one touch long bombs 


un-Pire Mode gives super power 
performance to your hot, star players 


THE SUPERBOWL CHAMPION OF AMERICAN FOOTBALL GAMES! 






























